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SURVIVAL IS A NATURAL INSTINCT. 


SO IS CURIOSIT Y. 





Survival. Sure, it's a nice way to spend the day. But, it's also pretty 





(Ava 913) 


there is a large dose of curiosity But to assure a successful trip, 





it helps to have a few answers for the really tough questions. This is where Nintendo 


Power" magazine comes in quite handy. For a mere eighteen bucks* and a quick call to 


1-800-255-3700, Nintendo Power can get you out of a 





Jam and way beyond the high score. It's full of info about stuff like new games, 


new strategies, and tricked-out fighting moves. Subscribe now and you'll get a free 


Killer Instinct Player's Guide**, worth eleven stones, that tells 


you how to have even more fun with а bunch of sweet 





in this card. More. More. More. 


* Canadian residents pay $25 
* KI Player's Guide available September | 
Allow three weeks for delivery 






Is iis Super NES 
Oves and the melodra- 









What's shakio’ in Kremlend? Get the inside scoop 
віортепї of Diddy's Kong Quest, the seqeel 
I's king of the iengle e 





ay is neer! Now Super NES gamers сеп. 


e thet hes kept PC players 





The legend of the Belmonts lives in a new thriller for 
the Super NES, end fans of the Castlevanie series will 
find itto be e heunting challengs. 
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I "ve just read what Funky 
Kong wrote in Nintendo 
Power (Volume 74). I agree 
with him. Cranky 15 an old 
geezer and has no idea what 
he's talking about. Donkey 
Kong Country is one of the best 
games ever? It ıs truly one of a 
kind? Well, I've got to sweep 
the porch at Save Point. 


CANDY KONG 
VINE VALLEY, DKC 


That proves it. two out of three gorillas 
prefer Donkey Kong Country! 


ome people at my school think 

Sega 1s better than Nintendo! 
Come on people, who would buy a 
$400 system that 1s only 32-bit? The 
speed of its CD-ROM drive is as fast 
as that stupid hedgehog with no 
legs. I just know Nintendo 1s going 
to make Sega wet their pants with 
NU 64 and Virtual Boy. Thanks for 
making a product that is durable, 
inexpensive, easy to use and has 
graphics like I have never seen 
before. 


MIKE PASCAL 
LOUISVILLE, KY 


was shocked, no . flabbergasted 

about what I heard (or read) ın 
the E! report in Volume 74. Will 
there be a Game Boy version of 
Killer Insanct? Will it make use of 
the Advanced Computer Modeling 
rendering technique? When will it 
be released? Willit have all ten char- 
acters? ls it too much to ask for you 
to put a picture in a future issue? 1 
am sure н will break ground for the 
Game Boy in all categories. 


BRETT SORRENTINO 
AUBURN, NH 


The wizards at Rare ате hard at work 
on Game Boy Kl evenas you're reading 
this, Brett They've managed to pack 


eight characters found in the arcade a 


and SNES versions, Super Game Boy 
enhanced colors, a two-player option 
and great music into a 4 meg power 
house. Will the characters be fully ren- 
dered? But of course! Look for this 
killer game 1n November! 


AR 


W e have just received 

Volume 73, and it was the 
best ever! As we were flipping 
through it, we saw something that 
shocked us so bad, we nearly faint- 
ed! Staring at us was the finest- 
lookin' video game system ever 
produced! Forget the Sega Saturn! 
We're talkin’ about the NU 64, the 
best system ever! Everything we 
ever wanted in a video game sys- 
tem was right there. The four- 
player controller outlets for 
multi-player fun without an 
expensive adaptor, a beautiful 
black control deck, and; what's 
this? Cartridges! No CDs! Y ES! 
Thank you! 99 
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hat could be bettepfor 
an avid baseball fan 
than a trip to visit ESPN dunng 
baseball season? How about see- 
ing a spectacular game at 
Yankee Stadium? Don't cven 
bother answermg either of 
those questions because Joel 
Davis, winner of the Player's Poll 
(Contest from Volume 64, got to 
, do both—and more! Joel and his 
father, Duane, jetted off from 
' their Minnesota home to The 
Big Apple for a whirlwind 
weckend! Excursions to the 
Empire State Building and S(atue of Liberty were on the bill, bütthe Jewel in this 
Grand Prize crown was the trip out to Bristol, Connecticnt, to the ESPN studios. 
Joel got to meet and talk with Chris Berman and other ESPN on-air personahtics. 
Chris was amazed that Joel won the aap by simply sending in a Players Poll Card. 
It was too easy! Being able to seéail of thc pre-production processes that gomto a 
live broadcast was really¢ool. And then watching the end result—hve broadcasts 
of ESPN's SportsCenter and Baseball Tonight (right from the studio!) was even 
cooler! Butthe ultimate capper, something Joel and Duane will remember for the 
xest of their Ives, was “the legend of Pedro Gonzales and the hidden ball trick 

back in 1962” as told by an anonymous Yankee fan. What a game! 
*9*606090000000990909099090099909009000000000009000900 

IF YOU'RE IN THE MOOD TO WRITE, 
WE'RE IN THE MOOD TO READ! 

Haye you had a chance to check out Virtual Boy for yourself? If you have, 

wewantto know what you think of this cutting-edge system! 

NINTENDO POWER PLAYER'S PULSE 
РО.ВОХ 97033, REDMOND, WA 98073-9733 





“You know who would have made that catch? Mantle 
Andhe would have made ıt gracefully” — ^ 





* ecc оооооо о 
A truckload of top-notch Super NES games is headed your way 
€ 1 ptor. through the end of the year, ond we're going to give you the 
с l 4 Power edge by rolling out four (count 'em!) Ployer's Guides. 
C Or. Right now, our fightin’ experts ore рист the finishing 

3 n touches on the Killer Instmct Player's Guide It will hove owe- 

some pics ond Instructions for hundreds of killer combos. The КЇ 

Player's Guide will be ovailoble at video gome stores and bookstores by the first 

of September, or order it direct using the cord at the bock of this issue, Later this year, get ready for 
Player's Guides for Super Mono World 2 Yoshi's Isfond, Chrono Tngger ond Donkey Kong Country 
2 Diddy's Kong Quest. It's all port of our pledge to bring you the latest ond greatest gome-playing 
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Th am Viral m бата — the 
charts this month, ‘as Mario Clash checks 
in at number eight! Four present ond 
future Super NES games cise:appear, as 
Nintendo Power readers declare loud and 
clear that they ‘still Jove thair 16-bit sys- 
‘tems. If you want your volce.to be heard, 
y o - send m the Players Poll card in 
s WS 
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The must- 


Play street 
Fighting 
game of 1995 ве | а 
coming home, and 


only to the Super 


ouldn't be done, but: 
what the nsysayers thought was 
“impossible has been accom-» 


NES! The master 


А a а plished: the Killer Instinct arcade 
m game has been successfully trans- 
— lated into a.16-bit Game Pak th 


4 Ze retains.all of the excitement and 
ыыр —füriousaction of the original. All 
of the awesome features thst 
have made Killer Instinct num- 
^berone in the-arcades are in the 
home version—and then some! 
Your fsvorite Killer Instinct 
characters are 
back, and their 


created an 
S= neredi rart n— 
жыша сүгү, EE 


arcade smash! 
the elusive 


Eyedol is 
here!) Also 
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included in the game are the Sky 
Stages, sn you can send your oppo- 
nents soaring off into the wild hlue 
yonder—and to certain destruction 
far helow! Of course, snme 
allowances have heen made for the 
differences between an arcade cnn- 
sole and the Super NES (a couple of 
Danger Mnveshad to be redesigned, 
for example), hut some graphic elements have actually 
bcenimprnvedforthehome versinn. Many of the back- 
grnunds have heen enhanced with new details, like 
character reflectinnsin surrounding surfaces and more 
animated elements, and the cnlnr palette you choose for 
your fighter is retained forthebout-ending victnry por- . 
trait. Thnugha couple of vnices didn’t makeit in, you'll ^ 
definitely hear what kind nf combo you threw as wellas 
the“Danger!” warning, and all the music is present in its 
full sterenphonic ginry! There are other cool features 
that will enhance ynur Killer Instinct experience 
beyond what you can find in the arcade, including two 
new play modes. The Practice Mode allows ynu to fight, 
without atime limit, against an unresponsive opponent 
2 И who never takes damage. You can practice Combos tn 
еч your heart’scnntent without fear of getting aboot tothe 
head in return! The Tournament Mode allows you to 
TM enter up to eight player names, and the cnmputer will 
then set up a series of matches and keep track of player 
stats as the carnage unfnlds. There's even an nptinn 
that forces players into Random Select mode after a = 
Т certain numher of 


‚ wins, so there’s nn hid- 
[s «3 f 2 ing behind a favorite 
AL A / character. When the 
Ps ] " : gamearrived at NOA 


3 headquarters, КІ | 

TAE o" fever spread like — 

үө 1 wildfire, fanned hy . 

rivalries that ` 

popped npinevery . 

department. From 

“Product Analysis 

"to Technical 
Servicese= and 
Consumer Service — - 

io Nintendo Power-—even our 

Security Officers got swept up. We 
ended up with lots of in-house BR. 1 
experts who have hours and hnurs - - ;- 
of KIbeneath th lts. із 

"топі, ing to let you meet 

"some of them—and they’re going tn 

*disclescsomenf the elite moves that 


"keep thématahetopof 
the Kl heap here are 
NOA. The followin 


pages are packed wii 

killer movesand strate- 
gies for their favorite 
characters, and some 
for their second-choice 





En. T 1 


When we needed to have 
great gamers test Hiller 
instinct, Sean MeVeighuas 
one of the first on the list. 
After countless hours oF 


playing, he had no problem 
naming a favorite 
character. Jago. 


— 





“I like Jago hecause he’s small and fast, but he's also powerful. He has 
a projectile, a firehall, and be bas a great Wiod Kick that cao go 
through fireballs. I like pitting Jago agaiost Sahrewulf, who spews lots of 
fire. He says that Jago works well against Sabrewulf's charge moves, and 
he likes to use combos that start with his Laser Sword opeo- 
,, et. It’s easy to use, and it’s defioitely a cool-looking com- 
ho elemeot. He’s fast in the arcade version, hut I think 
9 he'seven quicker in the Super NES game.” 
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Combo 1 
= + «FK, MK, з + «FP, 
MK, (P)MP, + + » (R)MP, . 
(P)MP, + є ^(R)MP е: 


Combo 2 
u + «FP, ++ FP, 
= ¥ CFP, +% SFP 









یو 





- Combo3 = 
_(Р)МК; # + «(R)MK, 
QK, * + «MK 
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Peoduct Evaluator Henry 
Sterchi was locked away inthe 
Treehouse playing HI for weeks 
snend when both the arcade 
and Super NES versions were 
being tested. His fighter of 


choice: B. Orchid. 


“Гуе пипа a lot of little timing moves with Orchid, like waiting on 
the linker until the last minute and just thrnwing in a lot of slap 
moves like a fierce punch—usually I can link that toa finisher. 

also hasagood press and release move with the cat. I wait and antici- 
pate people—I kind nf psyche them into a weird game, If they make 
the wrong mnve nr play a projectile Рт ready to strike at them with 
the cat it kind of strikes fear into them, Is there any character she's 
hest against? “Anyone that Ken uses,” Henry says. *We've had alot of 
Orchid and Riptnr hattles, Ken and Ihave.” 


с 
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As Development Manager 
ın Product Aquisition and 
Development, Ken Lobb 
helped create many of 
the the moves ın the 
game. He's the combo 
hing at NOA, and Aiptoc 
ia his favorite 
character. 









“I like Riptor the best because he and Orchid have the most combos io the 
game. That's because any of his openers can be used in the place of linkers. 
He also has a lot of what we call slappy combos, which use regular 

hits in the middle of, or at the eod of, a comho to knock the oppo- 

nent down, theo you can juggle him as he falls hackwards. 

Riptor does those techniques best. I wanted Riptor to be a 

charge character—I like charge characters—aod I really 

liked the charge switches. That’s something Rare came 

up with for T] Combo: starting acharge move and turn- 
ing it iotoanother move io the middle of the charge. So 

^ hythetime we made Riptor, that idea was already 
dooe. As we huilt the moves for Riptor, we put in all of 
the charge-reversals: theahility torun and then goiotoa 
rake, or run and turo it ioto the flame, or rake in the air 
and turn itintothe flip or the fireball. T] Combo was the 
first tohave those moves; Riptor is the best.” 
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Product Tester Armond 
Шей іе атас has played every 
character extensively but [ 



















says, "Chief Thunder, hands а e 
down, usas my character of [n ^ Ж : 
choice from the beginning. 7 E & \Ё 
| B ^. a 
z 4d abs ч 
ا‎ би. mcm с а 





“Не hraodishes two axes, which is pretty cool. It 
appealed to me that his hair was feathers, and when 

he does the Sammamish, the feathers glow. That’sa 
cool effect. I use him a lot against characters 

that charge toward me. Take, for example, B. с 
Orchid. Wheoshespinsin with herlegs,iffmin  . . 
a hlockiog stance, I can hiock her move aod 
counteract it with the Triplax, which will open 
my character up for any huge combo I want to do. 
Healso has the Phoenix, ove of the first projectiles \ ) 
thata fighter can guide upwards or downwards.” 
















COMBO 1 
+» + ¥ ¢QP ЕР, 
— * 





COMBO 1 
+ * MP, ОР, 
^*"FK^ 
COMBO 2 
+ +MP, MK, 
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Martın and Macc 
Doyal have people at 
noA seeing double. 
They cre both Game 
Counselors,they cre 
bath НЕ masters, and 
the identical twins 

both select Spinal when 

they pickup the 
contcotlecs. 














Marc likes Spinal because he has all the “weird” charge moves and auto dou- G 
hles. He can transform into other characters, and he's a hard character to learn, 
so other players stay away from him. Martin likes the fact 
` thathecan morph and absorh charge moves, which makes 
~ him strong against characters like Cinder and Glacius. Which 
of the twin terrors wins in a Spinal vs. Spinal match up? 
Martin has the edge, according to Marc. It’s a fairly even 
match though. Since they use many of the same 
comhos, it often ends up as a duel of comho 
„y^  hreakers. 
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Combo 1 
(devour) x3, 
»» FP, ++ FK, FP, ADM 
(+) +MP, FP, + «FP, Ай 
Efe 3 é 
“Combo 2 


+x +5FK,QP ^ 
“(+) +MP, (P) FP, 
* &«[B)FP— — 


иш шы штат: Hi 












1 == 
( *)* MP, FK, (FOP, (P) 
MP, *(R) MP. 
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During his worhing hours, 
Lester Lewis is a Technical 
Services Supervisor at 
NDA. In his spare minutes, 
he's challenging all takers 
inthe НІ arena. For him, 
there's no choice: Cinder 
Ist. 










“When I first saw KI, and I saw Cinder, I said, "That's my character.’ He's 
just it. No matter what anybody says. He can turn invisihle. He can morph. 
He can turn into s firehall. He can fly across the screen. He has the 
strength to suck an opponent’s life her down to ahout a quarter, some- 
times with one combo. He's s finesse character, and s lot of his comhina- 
tions are extremely pretty. I don’t play like other people who use Cinder 
do, though. I’m an unorthodox Cinder. Pm kind of hard-headed, snd I 


think Cinder would be, too.” a 





Combo 1 
+ +MP, QP, + «QP, 
Р MP, + + = MK 
ei | Combo 2 
шын JUMP + ЕК, MP, 
а + ФОР, МР, (*)*! 












= + FK, 
++ FP, + + 3 MP 
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Although he has no 
Plans to get amohawh 
anytime soon, Product 
Analyst Matt Glidden 
has put ın so many 
hours playing HI that 
he’s Бесит» бо тебет ғу 
чаза Ж Кз the strong but 
silent Chief Thunder. 









“Chief Thunder is easily the most versatile player in the game, He has great overhead 
attacks, His Tomahawk is the hest surprise attack, and his Sammamish is the hest 
interceptor for any of the dash moves. As for comhos, while his aren't necessarily the 
most complex, they’re the most elegant to watch. He has finesse as well as lots and lots 
of power. I’m really impressed with the Super NES version. It has all of his finishers. 
It’s true to the arcade in the way they rendered his lightning finishers, along with his 
Ultimate. Iteven has the killer slow-mo comhos.” 


СОМВО 1 
JUMP + + x € FP, 
МР, (€) * MP, FK, 
eee *€MP, + * + оК 
7 сомво2 
LEA ¢QP OP, 
(>)#МР,ЕК, _ 
жи Ф к ФЕР 
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As part of the electronic 
Prepress team, Haril Dechard 
helps produce the pages of 
Nintendo Power. When he’s not 
at his Power Mac, he's most 
bhely to be caught with a 
Super NES controller ın hand 
and Fulgoce on-screen. 

=a — == — 


— @ — 


“Tike Fulgore’s image. The cyborg storyline is way tech. He has the 
Plasmaport and the Eyebeam, Both arc killer. He has cool dash 
reversals. If you Cyberdash then Plasmaslice right at the end, you 
can get two bits from it. It’s bard, though. And if you teleport then 
Plasmaslice, your opponent won't know which way to block. The 
other reason I like Fulgore is his danger move. That's when his 
robot head comes out to attack. It's totally brutal. It's my favorite 
move ia the whole game. It rules. He'sgot style, there's no question.” 









COMBO 1 
+ +“ FP, з + ЕК, 


(*)+ ОК, QP, («)» МК, 

+ ++ 4 = + QP 
COMBO 3 

(P)FK, (*)+ (R)FK, 

MK, = + «FK, MK 


COMBO 2 

(+)» ОР, MP, 

(>) ¢ QP, MK, 
COLI 
















Scott Douwes, layout 
designer for Nintendo 
Power [Scott designs 
all the Hl articles], 
fakes the cool looks and 
hot moves of Glacius,so 
he opts for the ice man 
when he’s spoiling fora 
fight. 
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“He lookscool, and he’s surrnunded by cold mist. He can mnrph, and 
he has a Ini nf fake nuts. He can do the Puddle-Port, and when he 
comes up, he can do three different moves, so he can catch people hy 
surprise. He can dn an Ice Lance, pull the normal Puddle Punch nr 
give his opponent the Cold Shoulder. It makes comhos interest- 

ing and makes it easy tn thrnw nppnnents nff guard. He 
also has very powerful short comhns. Ynu can use an 
npener, ап autn dnuhle and an ender. Thnse three 
steps are very powerful. If you just execute those, 

.  ynu don’t have tn use a linker nr dna really Inng 


EN, 
ZN 18-hitcombo.” 















‘Shane Evans, self—-pro—- 
claimed Product Analysis 
HI god Са title disputed by 
fellow Product Analyst, 
Matt “Thunder” Glidden 
swears that Sabrewulfis 
the leader of the HI pach. 
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According to Shane, Sabrewulf is the best character in the game. “He’s 
one of the easiest characters to learn, hut he also hasalot of complexities 
youcan use tosurpriseopponents. I use his roll most often. It’s oce of his 
best opening moves. As for combos, I like to roll in with aWeak Kick 
then auto douhle with Fierce Puoch, theo do the linker with Medium 
Punch, auto douhle with Medium or 
>) Fierce Punch and finish with the roll 
!| and Fierce Kick.” Shane says that his 
most difficult opponents at Nintendo 
have heeo Armood Williams and 
Game Couoselor Antoo Lec. We 
wanted to talk to Anton, who many KI 
players mentioned in reverent 
| tooes, hut he was on 
vacatioo, Look for his 
Killer Stratagies io next 
mooth’s Counselors’ Corner. 


|" COMBO1 
ou oe © FK, 
(+)» ОК, - 
FP. (*)* MP, 
FK, («)*FK™ 
COMBO 2 
(+) FP, QP, 











JUMP + FK, MP, 
(+) «MP, FP, (€) * MK 








IN THE SPOT... 
Diddy and Dixie recent] stage a spectacular show at 
Rare’s studimesh, That's where they came to life 





Éhroügh the wizardry of Rare's special- ОЕА 
ized development tools and SGI super X1 ‘ 
раат HE Z 
— is e 
е AC 
А " V 
2 — 
j à jo. 
ш à F 
dw computers. The following — 


Г. capture glimpses ofthe magic 
` ы; 7 artistry of this ee Ё 


. video game ‘in progress. 
1T 
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DKC 2: DIDDY'S KONG QUEST- 


тр. pu 


ai. siam арР, 


Bi ixie Koi inDKC2, ihat carries her and Diddy right 
practically tealing the e BS pais and enemies. 


show, with extravagant Dixie and Diddy won't go it 
new atfiicks involving her preco- alone when they reach Krem 
cious Poly tail. Herdangerous Island on their search for Donkey 
«doo cuts down Ktemlings like a Kong, Some of the good guys like 
lawnmower an@wrapsatound — Ramhi and Enguarde return to 
harrelsso she can hurl them inthe — lend'ahorn. New goodies include 
faces of enemies. But her ultimate a swift spider who wears sneak- 
move is the helicopter hair-spin ers, asnake'who coils up like a 
spring and bounces 
like a pogostick, and 
Squawk the parrot 
» who now carries more 
than a lantern. 
You'll also meet- 
characters in bonus 
levels. When the hell 
tolls for Diddy and 
ОЬ, they have соб 
phy Mihha—a high- 
way руе whocovets 
со the Krelm, 
Swanky Kong's game 
E tokens if you. 
want (о у and win 
Powe Ups. Wrinkly 
ЖӨН, Crank y's wife, 
teaches lessims in her 
schoolroom while 
Granky sells game 
Stuff in hisshop. 


aught in the act 01 being 
[ cool) the good guys in 
ADK C2 hring exciting 
action and variety to their fan- | 
tasy world. Diddy stars in his 
first leading role, swinging 
from vines like Tarzan, mug- 
ging for the gamera and stomp- 

g on Krembings in the 
tradition of previ- _ 
ous Nintendo А 
Superstars * 
Mario and Donfêy p 

. Diddy somersaultsinto > Z 
ation, climbs the rigging of sail4 
"ing ships, dangles from his tail and never 
even says'uch. His new stunts include 
throwing Dixie.and being thrown byher. 
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rates, In XT 
рео рріп 8 
and bananas. It seen haf 
the Kremlinzs ep- 
tion to their treatmeg@last 
year. So, th ате the 
unwitting Donkey Кой 
and ім тал him 
Kre mligg*¢ 
Fortunately? 















| The Haunted 
à Forest, Kremland 
Amusement Park, 
Lost World, The 
Swampand K.Rool's 

Castle. Each level | 
contains multiple 








stages, hidden 
bonus areas, 
extra games 
; and other 
» surprises, 
С ке: 
MAN Wiinkly’s 
id Шйдо!гоот, 
УЗОК у game 
^ show, Сга ув junk shop 
uem воо. 
/ EE. — 2-71 
P A тогі game arca 0 07 
Pm. Kong Country JS 
= P d the crigina ЖШ Koug 
T Country. — 
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9 — 4  DKC2: DIDDY'S KONG QUEST- 


Ае ` | ERPTURED 


2 side. ; Diddy and Dixie 
find 

^ ghostly ropes that disappear 

" every few secoods in the Cauldron, 
skull-shaped roller coasters io 
д Kremlaod careening toward open 
+ spans in the track, dripping honey- 
№ combs where angry bees hover, wait- 
















3 ing for your arrival. But some of the 

activities are just fun, like ridiog in 

i i the jet plane harrels that blast you 
\ E through the air or discovering secret 
holes where you win golden coios or 

tokeos. Although many elements 

12: 4 may feel familiar to DKC players, 

everything will be ow. 


(The Super NES 

t color reductions of 

орол they look 

ressive. Am artist poscd 

in wire-frame, added 

ments айа rendered the 

finishe®Sereen with lighting effects. 

Eveo witha Challenge super computer 

from Silicon Graphics, the reodering of 

each image can take many mioutes and 

sometimes hours. Surprisingly, some of 

the map images seen here were rendered 

more quickly than sceoes with Dixie and 

Diddy. The process of covering the 

heroes in hair instead of simple textured 

surfaces requires much more time 6n the 
hig computer. 
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hey’re the same, no! 
| They're deranges tra: 
subtly changed. K. Mihis 
crew shows Ai. colors D: 
longer are thé rely герй йге 
Now, they're ing сипае, м сатти 
eye patches, Comping about wil pec Tue 
талы фан ТЫ hi: ИЕ 
ave de: ато re node 
fwi "pes in, ane 
Lon те тозе а t. The 
fiendish fees app; 
Klumpa with ine - 
his skull belg K.. Kv aa оа 
derbuss fag Blasting alr igus monii 
while оок ор an Ж 
watch ош ар КӨБЬет when hes 
ahead aad на Pirate уН 
TN м 
carricSg age sword and КН Tiel 
tbe гї Wike a spider in its web. Ame? 
let's not leave соп Krusha, Who haga chist 
ной lster an! a brainto matche 


T 


LES. g’s may be the 
соо of misfits ever 
сопс Er a video game, 
but Diddy а Dixie have more to 
worry abo@iiha@n just the 
Kremlings. island of К. _ 
Rool holds cred bite and. 
sting and сго сш 
IUOS o0 
porcu paii а potlpr- 
ish in jhe зра. ТЕЛО ULT ihe 










park. Fl jing Minas, crawling 
things, iud ing thingssind hop; 
ping thi vio» (moves ол our 
duo nearly Bp oc ocu) р 
Тһе dragonflies gatat" — 
and fisb with massive jas al 
bave an insatiable-taste for . эр 
Suzette. Sometimes youtan sw! 
away. Sometimes you can jomp: 
But sometimes: yow ИЋау е to 
stand up and 1 U primate Е 















DKC 2: DIDDY'S KONG QUEST- 





pem mm 


р! 
Rare.has learned how to create 


© new effetislike shifti ims 
x 7 of sünlightithat play 
х the favest floor: 


over e 
Every object is ren- „ИФ 


m ing im p d 


A d ls dh — 





andsomany ele- 
mentsareanimat- 
ed that scenes 
pulse with life. 
hewonders go 
XE aa 
se stunning 

E ics suggest. 
* кап? show 
1X p" i usic and 
м p "IT effects, 


p 






МЧ лы LG 
E NT uS 
„1 PPPS ship atsea 
= while anautical 


ditty pipes in the 
background. 
‘Wien the game 
arrivesthis Fall, yo" be able toexperfente all 
the mágicfor yourself. , 


„Соммс SOON 
FORYOUR SUPER NES. 
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Williams Entertainment 
introduces one of the best 
games ever for the Super 
NES, and one of the bloodi- 
est. Doom places you in the 
dangerous, first-person role 
of a Martian Marine sent on 


e 
Гаў Daem jt а trademark 
A S1993 14 Sofware, Inc. 


a one-way mission to a 

futuristic base where howl- 
ing alien demons have 

turned the locais into ham- 
burger. Grab a gun (or but- 
ter a bun) because now it’s 
your turn on the grill, 





Doom began hfe as a PC shareware program. All players could get 
free samples, but they had to buy registered copies from Id for the 


full game. Doom became a phe- 
nomenon that rocked the PC 
world, with players jumping out of 
their virtual skins when hideous 
demons charged them ina realistic 
first-person perspective. Now, the 
Super NES version, programmed 
by Sculptured Software, r 

22 of the original 28 stages with 
frightening quality. 


Doom uses the FX* chip to enhance the 
speed of the graphics, which results in 
very realistic motion as you run or sneak 
through the maze-like bases. The d 

of the texture-mapped surface: 

almost as good as the PC 

16-megabits of memory, Doom weighs 
inas the largest FX game ever. 


Interior and exterior stages use detailed texture 
maps to create a realistic environment 


The dark, brooding graphics 
and fast scralling action of the 
PC qame look fantastic on the 
Super NES 


POLITICALLY 
INCORRECT 


The ESRB board gave Doom the first Super NES 

Mature rating ever, citing the graphic violen 

gore in the game. That rating suggests that 

should be 17 

contains a great deal of violence and gore, but 

blood factor is similar to a number of games that ° 
have received 
Teenratings. 
Players will 
have to decide 
for themselves. 


InDoom, if you see an 
alien, you shoot ıt The 
result ıs a bleeding body 
that les on the оог 
This graphic depiction 
earned Dooma Mature 
rating 


When experimental transporters onthe по chore but to enter the deadly base armed 
moons of Mars begin beaming ın only witha pistol. Welcome to the horror. 


savage aliens from another 
dimension, you receive 
orders to clean up the mess. 
Your ship lands on Phob 
and while you remain out- 
side the base, your comrades 
explore the carnage...and 
are added to it. Now, all 
alone, and unable to nay 
gate back to Mars, you have 























Entitled Knee-Deep in the — You'll pass through seven gru- 
Dead, the first scenario eling stages, each filled with 
deposits you on Phobos, secret areas, weapons and 
where all the humans have items. You'll 


been killed or transformed learn the basics 
into zombie-like kamikazes. of survival. 





The first stage lets you get your boots wet 
without going in knee deep. Only one of the 
three secret areas requires much effort to 
open and enemics remain scattered and | 
few in number even at the fifth and highe 1 fj 

level of difficulty. On your first trip, mo У | 9 
slowly and stay near walls for extracover. E ТИ 


| — 


Look for secret doors every- JE. 
where Discolored wall panels 
often indicate a hidden entrance 
The passage shown here leads 
tothe outer courtyard and 
MegaArmor 








The shadow at 
the entranc. to 
the zigzag room 
triggers 
torinthe 
acrass 
ps First, you'll 
ova to visit the 
final chamber 
straight ahead. 





KEY KEY 
WEAPON NM. Lu 















Mure complex than the first stage, the Nuke Plant 
contains many secrets and one door key. Clue | leads 
to a secret area and the courtyard where you can 
snag the Chainsaw. The computer maze contains lots 
of Medkits and armor. Shoot enemies from a dis- 
tance. Even your shotgun has ani impressive range. y 


Up the stairs 
from the red 
doar, to the 
ү 1s a bright- 
y litelevator 
nimp attacks 
atthetop 
i Inside, you'll 
Cross the toxic Gum and push ni red button behind the col- F finda Medkit 
umn to unlock a hidden panel nearby andammo 
p— 


ES SE c «+ _ "ча - — – 
— 







Toxic wastes and even worse dangers can be found 
everywhere in this base, but many of the secrets may 
remain hidden unless you spend some time search- 
ing every nook, cranny and wall panel. For instance, 
to find one red button, you drop into the deep toxic 
pool near the Blue Key room. Don't miss the trove of 
items beyond the blue door that includes a Soul 
Sphere and vulnerability 

Artifact. Go to theright and 

look for a secret wall pancl 

near the corridor. 


Play without music in order to hear the telitale sound 
of switches. — Неге, race up the stairs and to 
the ieft to reach the Soul Sphere chamber 


B 


AUTTITITI 


When you leave the elevator ın the 

roomnoted above, run along the 
back wall An elevator takes you to 
the Rocket Launcher, Chang and 


the trigger for the final bridge 


MILITARY BASE 


Prepare yourself for a bloodbath at the military base. — sidestep outof danger. Stay near cornersand fire at any 
Hordes of Demons, Imps and Former Marines storm — blinking pixel. Inthe Star Chamber, trigger the enemies 
your position. That's why youshouldstockupbiginthe and back away while firing. You'll survive and earn 
Toxic Refinery with the Soul Spheres and Armor. То Medkits and ammo. Use the back-away strategy clse- 
avoid rocket fire, use the Left and Right Buttons to where. 


Jump into the moat and run clockwise to the 
platform Use the Chansaw The button 
opens areturn path back tha way you came. 





Can. ыйлай 


















The Command HQ on Phobos presents 
puzzles and new dangers. A maze section 
can spin you completely around while 
elsewhere you must wade through long 
trenches of toxic waste, Grab the Backpack 
m the secret room in the left wall near the 
starting arca so you can carry extra ammo. 
The Radiation Suit near the central core can 
protect you for a time against toxic expo- 
sure. The yellow key in the maze area 
unlocks the secret to the final bridge and 
exit. Be patient and use the map. 
















d ONE SHOT ONLY 


Hit the switch and run to the elevator If you 
Miss it, you'll have to start the stage over if 
you want to reach the upper level 
















The Lab isn't quite as complex as some arcas, but сап end. 
your mussion just as quickly. You'll have to wade in toxic 
slime and keep a lookout for attackers at a distance, 


{ The Medkit also marks 
the spot fora hidden door 
that leads to the outer 
courtyard and useful 
‘tems like the Soul 
Sphere 


TOXIC 
OISGUISE 8 


Blow these two toxic waste 

cans to access the hidden 

door behind them. You'll get a 
P. Shotgun and Armor Bonuses 


ZJ BACKTRACK 


Hit the switch and 
backtrack to the 
door just to the 
Tight of the screen 
shot shown at 
teft Watch out 
for exploding bar- 
rels! 

























The most critical job 1s to get the blue key. Although you сап see ıt 
from many balconies, you can't get it without the red key. Look for the 
red key beyond the large, roundish room with a central column. The 
blue key is in the locked room just to the right of the mam entrance. 
Now youcanreach the final area behind the blue door. 
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4^ 
Beyond the blue 
door, look for this 
red button to unlock 
the final door that 
leads to the exit 











The Columnin the center rises and low- ^ 
ers Ride it up to reach the red button 
Jump down from on top to get to the 
Items beyond the wall 











The final area of the firstscenano1s short and savage. 
You cancollect all the items and weapons you need m 
the chambers before yougo to the star. Don't miss the 
secret room just off the main 
corridor on the right. When 


Ё * 
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— 
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fighting the Barons, move to the left as you fire on 
the first foe. You may confuse the second Baron, and 
he may get hung up mside his door, giving you more 
time. The final exit is out on the plam. Walk across 
the red ground and out to the block building. 










Use the Rocket Launcher to 
take out the Baron on the 
left first It will take three 
or four shots By the time 
im through, the second 
aron may be too close for 
theRocket 








more cunningly hidden secret jerky. 


WARP SPEED 


The Transporters 
instantly zap your 
bones from one hall 
to another. More than. 
likely, the new loca- 
tion will be swarming 
with bad guys, so have 
your gun at the ready. 
Moving around the 
maze like this 
can be con- 
fusing. To get 
a better sense 
of your sur- 
roundings, 
use the X and 
Y Buttons 
on the map 
STE 
to zoom in ——_ 
and out. In the Deimos Anomaly stage, this first 


Transporter mey warp your mind as well as 
your body 


DPPDRTUNITY KNDCKS 


Most stages provide some safe spots from which to 
shoot. If you can see an enemy, you can shoot it, 
but it may not be able to hit you. Stand at a corner 
so you'll be harder to target, but don't stay there 
long. Keep moving out of sight. 










Look for natural advantages like this window 
slitin the Refinery stage The Demons can't. 
get at you, but you сап shoot them 





areas. The six stages contain 
The Shores of Hell—raises the complex mazes where new 
challenge to a new level, with creatures lie in wait and wide- 
transporters, moving floors open areas where crossfire 
and ceilings, lava pools and will chew you up like a stick of 

















You begin the second scenario in the Démos Anomaly 
Transporters cerry you between separate areas of and 
letersteges. 


BIG, BAD AND UGLY 

Things get really ugly (literally) from here on out. 
Expect lots of Imps, Demons, Lost Souls and the weird, 
floating Cacodemons. They seem to swallow hot lead 


like M&Ms, and the ammo is limited. You have to make 
every shot count and use the natural cover. 


То avoid Demons like this, hug the wells, look for nooks, and back up when 
you spy en enemy If you're caught in the open, keep sidestepping to evoid 
enemy fire Beware of switches that release foes. 


PDDR SUPPLIES 


You can only play the second and third scenarios at 
the two highest difficulty settings. You have to take it 
like a space marine, and that means taking clips of 
ammo from the creatures you mow down. Ammo is 
scarce, so don't waste shots and walk across every 
defeated enemy to 
resupply yourself 
asyougo. 











If you run out of ammo, 
pem have to use your 
1818 Not fun Pickup clips 
from defeated enemies 
end look everywhere for 
precious supplies. 








Inferno is well-named. From the moment you acti- 


vate the first door in Hell Keep you will 
sumed in enemy rage and firepower. You'll 


be con- 
find that 


you must run away from danger as often as you chal- 
lenge it. With fiendish mazes and traps, and more 
numerous and tougher enemies, Inferno won't cool 
off until you're toast. 


TOUGH, TOUGHER, 
TOUGHEST 


Howcanthey crush thee? Let me count the ways. The 
alien stronghold never seems to be empty. As soon as 
you figure out how to wipe out the foes in one area, 
you'll be faced with an even more difficult mop up 
task ahead. Keep two strategies in mind. Look fora 
safe angle or safe spot. And 1f you're suddenly 
attacked, run until you can turn and face the enemy 
safely, You always have the advantage of speed. 


dust inside the Keep, 
you'll find a warm wal- 
come fram a couple of 
Cacademans, then 
үа! have tarun 
across abridge asit 
plunges into tha abyss 
elow The walkway 
isn’t wide, so moving 
qeky takes considar- 
able skill Oh yas— 
there's another wel- 
come committee wart- 
ing for you at the end 


The: em stages of the Inferno contam the mast gruesome callec- 


tion of perils ever assembied in a video game 


Live to fight 
another day by 
running from 
trouble. Never 
stand toe-to-toe 
with one of the: 

fiends because 
you can’t win. 
Your only chance 
is to find the 
advantage, and 
there always is an 
advantage. Maze 


FIGHT ANOTHER DAY 


areas have twists, turns, transporters, columns, nooks, etc. 
Open courtyards often have obstacles. Some enemies 
pour out of doors where they become trapped if you 


quickly scroll to the side. 


These attackers never stop 
caming at yau unless they 
have ta The Alin Соот 
doesn't let enemies maneu- 
ver around objects, sa they 
may become trapped by 
wells or other objects 


А" ш... 
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FLYING THHODBh 
A VIRTUAL WORLD 


Do you think you've got the right stuff to 
be a top gun pilot? In 3-D? If you do, then 
you might want to check out Red Alarm, 
Nintendo's premiere sci-fi shooter for the 
Virtual Boy. Featuring a first-person per- 
spective of the action, Red Alarm plays 


much like Nintendo's Super NES hit, Star Photographs саса H 
Fox. There’s also a Replay option that tho sansat зри 
allows you to watch your progress Boy provides. 


through the stage you just finished from a 
variety of camera angles—a perfect show- 
case for the Virtual Boy’s 3-D capabilities! 
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WIRE-FRAME WORLD 


As you can see, the шас: inthis 
game are composed of wire-frame 
polygons. The programmers have 
done a great joh of suggestiog three 
dimensiooal sbapes aod mass with 
this format. Ontbe flip side, howev- - 
er, it cao make for confusing flying 
in some situations. Without surface 
texture, you may sometimes lose 
sight of where yon are or wbat's in 
front of you, especially if you're fly- 
ing very close to an ohject or wall. 





KOMING pÈ 


"УМАЙ 


йиш ро Y 





ja that you can sae 
abstaclas, hut this gives 
Бапа! 


5. Fans of flight 
Simulator 
games will 
probehly find 
tha cockpit 
viaw the most 


Like Star Fox, Red Alarm allows you toswitch 
perspectives during the game. This time 
around, though, you have four viewing 
modes instead of two. The normal and tight Miss topview 
Views are the easiest to us. and they place you di 
directly Бейш your Tech-Wing fighter. A — terrific view of 
bit more challenging 1s the cockpit view, youn 
which flight simulator fans will proba F 9 
pıefer. This vicw gets y 
the action, but your field of view 18 
M Thebehind-the-ship he3/4top view is 
perspectvesarethe the most challenging flight mode, 
ee most amlar to but this ıs the view that best demon- 
the tıght wewbenga strates the game's 3-D visual 
bitmorechallengng effects. 


FOR A 3-0 BATTLE 


The 215% ceotury is atime of war and 
strife for the entire planet. As the pilot 
of the last Tech-Wing fighter, yon must 
battle the forces of KAOS, a doomsday 
weapon with artificial intelligence and a 
will tosurvive. Your ordersare tofly the 
Tech-Wing into KAOS itseif; disahle its 
defenses and destroy it from within. 
Your fighter is equipped with a limited 
numher of shields, speed boosters and 
homiog missiles, which cao be replen- 
ished by Power-Ups along the way. 

Gauges on your beads-up display indi- 
cate your sbip’s fuel, shield and weapon Fax, but there is a sense af actually 


Situs Launch When: dy! mom through threa dimansional 


‘The gama features some intorosting ans- 
and environments, and it takes geod 
of 3-D special effects. 







VOLUME 76 37 























This first stage is fairly quick and 
simple, giving you a chance to prac- 
tice controlling your fighter, hlast- 
ing airhorne and ground-hased 
enemies, and maneuvering through 
the maze of ducts and tunnels. Along 
the twisting route, you'll see tiny fig- 
ures servicing enemy mechs that flee 
in panic at your sudden approach. 
Are these humans» rrohots? Are 
they free partici · 
pants or unwilling .- 
slaves in this;com- 

puterized conflict 








EXPEMENGEACKIAU 
COMBATANT RREEMIMENS TUN 


ye ends ma a Dange 


hielded 


hat 


ses a major adi егѕагу. 
Hork Lander 15 the mech 
guardian of Stage Onc, but 
оп put up much of a 

st be careful of the 
enemies flitting 

about, as they'll shoot at you 
while you're concentrating 


As you enter Stage me you'll notice that the 
tunnel seems almost...organic. It also twiga 
and turns much more than it did before, and 
you can actually get lost down here! If you 
reach a dead end, try to trace your ronte back 
toa recognizahle spot or even to the begin- 
ning. You might also change your viewing 
mode ta get a better idea of which way the tun- 
nelisgoing. Moreand moreenemiescomeout 
of the metalwork, so keep an eyeon your 


shield and missile gauges as you go. 
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Barbaray 1s tougher than 
Hork Lander and more 
maneuverable u might 
try a “hit-and-run” strategy 
of strafing him and then fly- 
ing off at high speed. 
Another tactic is to fly 
straight toward him toget his 
attention, then start flying 
backwards, shooting and 
dodging all the while. 








STAGE THREE WATERY GRAVE 


— E LIN سے‎ — 
EIE 

= >= ё у 
With its fish-shaped тесһ and seaweed- ^ 3 
like growths on the cavern floor, Stage { + 
Three seems like it could be under water. | 
The tunnel starts to plunge and rise at 
very severe angles, and you'll need to 
adjust your speed to keep moving, smooth- 
lythrough the maze. This stage is longer 
than the first two, 
so he on the 
lookout for 











There are relatively faw long, straight 
sections in this timnol, so the speed boost 
might he more hindrance than help. 





EOIN 


J 
Ld = 


Гһе с are no minor enemies “ 
m this Danger Zone, proba: 
bly because this trio of com- 
bat mechs 1s challenge 
enough! These droids have 
extremely thick skins and 
two types of weapons. Once 
again, a shoot-while-retreat- 
ing strategy might be the 
best battle plan. 







N 


d 7 
=Æ ке 
am 
AA trail of bread crumbs might come in 
handy i in this stage, as the threat of get 
ting lost or turned around within the 
maze is very real! Another concern is 
the sheer number of enemiesyou must 
face, including two not-so-minor 
opponents that guard the entrance to 
the Danger Zone. With all of thesebas- 
ards taking up precious time, your 


"Tech-Wing may run out of fuel long 
beforeyouever caus Zone! 


















There are few 


— lebe 
CABE This menacing mech is just 
our Superior one of the Danger Zone 


lying skills. guardians. He bounces and 
rolls wildly, but he doesn't 
shoot much, and you can take 
refuge belund pillars. As 
tough as he is, the foes that 
follow ar n worse! 





You're now penetrating deeper Into KAOS. 
You're the last, best hope for wiping out this 
ultimate engine of магі Da not fail 


o e (000 Ca a i ف‎ > 
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©1995 TAE Soft inc. 


features dq this 
password backed 
game! 


- Remember той E. го golf 
: game? Flat, tabletop fairways and 
warped, unrcadable greens robbed 
youof both your good shotsand your 
= patience, Now those days areas lost as. 
a power-sliced ball. Employing an- 
¥ innovative, high-speed 3-D processor 
| called POLYSIS, the developers at _ 
TE Soft have transformed polygon _ 
Fu d aces, wireframe modeling, and _ 
Ё ope quinoa stunning vir-- 
> golf, , Take a swing ona 
irway, shoot from an elevat- 
ult across the undulating 
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E Do you want to tee off against other players or play alone against the 
course? Т&Е Golf is packed with options to meet virtually all your needs. 


Tournament’ ` Stroke ` Options 











Can you golf seventy-two holes Play against your best score or Get a good read on the ball! 
against forty-seven players? someone else’s total in Stroke | T&E's Golf has five different 
Grab your clubs and hustle out Play mode. Players are allowed depth perspectives, allowing 
to the first tee! Don't forget to to tcc off of the shorter players the opportunity to cus- 
check player standings at the Member's Tees. This mode 1s tomize the game to suit their 
n 2 end of great for viewing — 
every prefer- 
hole, ences. 





Haw many holes can you virtually complete n Pley at inst yourself ‘or practice on the 2% 
aday? Find out whenyou tee off against toughholesin Stroke Play mode You can tee Керү e Select 
forty-seven players over seventy-two holes. aff on the shorter length Member's tees game's depth perspective to meet your 
Je . individual taste. | 
M 


^ d T&E's Golf is packed with a multitude of easy-to-learn options to suit 
every player's style of play. Anything else is a Double Bogey Golf game. 


Easy Access Місе Shot! Get A Read 











There's no slow players on thiscourse T&E 
organizes e massive variety of options а 
logical menu format Quickly locate and 
access game options and commands in a user 5 
fnendly rotating menu system After you pick your club and edjust your 
‘Stance, determine haw much power you 
want behind үш swing Youcaneven pick 
the point of club impact on the ball Practice 
уол short game—wedge shots are tough 

lo master 









Having a tough time reading the break on 
ud birdie putt? Don't sweat сіе 
rid Option and scope out the terranin — 
front of thehole. You can scroll around end 
spective, see fri orreview 


; х ЭЯ examine your approach from all directions — 
‘the high end low points of your last shot. =. —— 
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Takea scroll before the ball rolls! 
Multiple menus let you change button 
configurations, alter your — —— 





ж бөк бе ЖӨН 
tips ffork a tifed, old 
derer: Vies, brush the 
ris wt vol spikes 
пин еа * 
indt ef Divot 
he looks nny "tasse 
be félFoff Agel ort. Yo 
now, Papilio ат” аө 
heiir Cruse 
Pery mors thos” 
trt fregits keepers 
{зп Sppiethit few 
Joel OEY that th: 
bles pias #Өһюегїп 
Тате node? You 
curt even Bily.a Muli- 
gan! Now Osten. uperi, 
eve you.same advice 
for iati ace м Ihe 
toughest nekes in gilt... 


Papillion Golf & Country Club 




















THREE DIMENSIONAL FAIRWAYS 
Sû REAL YOU CAN SMELL THE 
FRESHLY CUT GRASS) 


Hl fourth hole is a tough dogleg to the right, but 

la rge red lake running along the left side of the 

# shot and you'll be digging sand out of the right 
pie players play the ball straight and narrow, while 
nd everywhere else. Try notto get bit by this nasty 





t Welcome to the unlucky 
b thirteenth! This 180-yard, 
» par three hole bends 
slightly from rigbt to 
left. Watch the pin 
placement on the 
green—nearby trees 
, rob many players of 
birdie opportunities. 
 Feehng lucky? Adjust 
your stance and you 
might have a chance at 
"a hole in one! 













Check the direction of the wind 
and aim for the hole You just 
might make it! 






There'sa sayng in golf that 
1гееѕ аге 85% аг Care to test 
thetheory? 


The thirteenth hole 

rewards the good short 

gameplayers Work on 
‘our wedge shots and 
EVER three-putt. 








Papillion’s final hole 
crushes foolhardy or lazy 
golfers, The mountain- 
ous 350-yard, par 
four hole is domi- 
nated by a fair- 
way bunker that 
devours nor⸗ 
mal tee shots. 
Players fortu- 
nate enou; k 
earn \ | 
should co; i 
themselves pro - 
tour material. A > 
slanted green ren- 
ders final judgment on 
\, your scorecard. Take a 
read and watcb your 
speed! 


Bunkers! 
















Tough 
Approach 





The eighteenth's multitude of 
bunkersis enough to dnve 
anyone bonkers Ат careful- 
ly and you'll avoid Spe a 
bad day at the beac! 


Evenif you avoid the fairway 
bunker, the rough around this 
final hole сап swallow your ball 


Holing out on this green canbe an 
uphill ordownhill struggle Geta 
goodread and check your putt speed. 





Hole Number 1 2 3 4 5 7 8 9 10 H 12 13 14 15 l6 17 18] 


Par 414|(5|4[3|4/3|4|5|4|4]4|3|5/4|3|5/|4 
Yards Championship 390 360 420 480 200 370 160 440 510 460 380 370 180 570 40 180 490 350 
Yards Membership 360 335 470 470 185 355 145 410 465 420 345 340 150 540 375 160 455 340 
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Ocean roils aut an 
intriguing hybrid af shoot-'em-up 
actian and brain-stretching simula- 
سے‎ tian. In the future, 
brutal crime syn- 
dicates have 
seized cantral 
and divided the 
warid inta 50 
fiefdams. Your 
® nat-sa-easy gaal: 
warld daminatian far yaur syndi- 
cate! Ta achieve it, yau’ll have ta arm 
and direct squads af cybargs an 
mare than 50 deadly missians. Up ta 
faur can play this game, which 
retains all the excitement and chal- 
lenge af the much-talked-abaut PC 
versian! 
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H=SYNDICALIS 


have to prove your 
mettle by takıng on 
i igly tough 
assignments world- 
wide. You'll find 
ourself offing 
а: sins, rescuing 
kidnap vicums and 
even battling rival 
cybor the reptile 
house of an old zoo! 


The world map fiashes to indicate 
regions de-stabilized by your suc- 
cesses You can send your 
cyborgs mto these vulnerable 
areas only 


| develop ad 


Al) cyborgs are created equal, but 
can be armed and modified differ- 
ently 


Bulld up your arsenal by 
finding and developing 
new weapons 


Make a cyborı ег, stronger and 
tougher with body modifications You 
can alsospeedup its reflexes witha 
neural enhancer and give It near’ per- 
fect vision 


:ach mission, dip into 
Chamber tos 

teams of one to four cyborgs, 
the m them and modify 
their various body parts You 
сап also spend funds 
anced weaponry 
and body parts. All this is 
quite costly, which means 
you'll have to tax the popula- 
tions under your control. 
Tax them too much, though, 
and they'll rebel. Who said 
world dommation was easy? 








A flashing yellow triangle indicates mission targets, 
while a cross hair appears when your cyborgs are in 
range of any civilian, enemy cyborg or enforcer 


For each mission, you 
stand on a control plat- 
form far above the city 


droid. Try to resist 
the urge to squee: 
your trigger indis- 
criminately. You 
don't want to spill 
innocent taxpayer 
blood, do you? You 
can easily identify 
enemy cyborgs by 
their flaming 
orange hair and 
black outfits. While 
some missions call 
for liquidating ene- 
my cyborgs, others 








Be sure to pump up the volume Loud gun- 
fire anda trail of bodies warn you when an 
enemy cyborg Is near 





streets, observing and con- 
trolling the action below. 
You won't be able to see 
your cyborgs when they 
go into buildings and 
duck behind walls, so 
you'll have to use the Scanner at the bottom of your 
screen. Different colors on 
the Scanner identify civil- 
jans, enemy cyborgs, walls 
and other objects. You can 
juice upa cyborg's capabili- 
ties via the CHIP in its neck. 
This device controls 
Adrenaline, Perception 








require you to win over misguided civilians with the 


and Intelhgence (API) lev- 
Persuadatron. Offing these civilians is an especially 


The scanner helps you find а els. Crank these levels 










Enforcer droids hover just. 


future Whendestroyed, 
theyll often leave valuable 
ammo or weapons 





above the mean streets of the 





г ath through narrow, twistin Н 
bad carcer move that’s guaranteed to bring down the fialtways 2 3 down when the coast is 
a. wrath of the Syndicate clear, or your cyborg will 

Executive! develop a dependency problem. Аз а last resort, you 


can self-destruct specially modified cyborgs, wasting 
anyone and anything unlucky 

enough to be in the vicinity. 

P d 









The gebnefmg after each 


mission provides a statisti- 
cal rundown of how you and 
your cyborgs did 
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Josef burst into my house, 
swedting with fear. "Josef? 
What is wrong, my friend? Here, 
sit down.” He stared at me, eyes 
wide, his trembling mouth work- 
ing in spasms. “Richter...tt is 
Annet and Maria. They're gene. 
Dra—Dracula has taken them! The 
Lord of the Undead lives again” _ F * 

























ith a flash of lightning 
W and a crack of thunder, 
Konami’s latest Castle- 


vania title finally makes its way to 
North America as Castlevania: 
Dracula X. This is the first 
Castlevania game to be released in 
the U.S since 199i’s Super 
Castlevania IV. It’s a testament to 
the appeal and quality of this 
game series that fans would be 
clamoring for yet another install- 

mentafter eight yearsand six р à 
vious titles. This time 
around, its Simon 
Belmont's descendant, 






Richter, who mnst seek alice Зире RE previous Castle = 
out the vampiric head КОҢ | | уйа games, you must 
honcho, rescue.two fair E 8 progress through vari- 
damsels in distfess and- you can whip only fus side-scrolling stages, 
restore peace and prosper- to tha left or right witipping into submission 


ity to the Transylvanian 
countryside, 


thesundry ghosts, ghouls and 
goblins that Dracula com · 
mands. A welcome addition 
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О make up for your 
whip's short attack 
range, you can pick 
up other wcapons in each 
stage. Secondary weapons 
are powered bv the heart 
icons you gather, and usage 
vary. Hold Up and 
the Fire button for a 
single shot from voiu 
special weapon. 
press X for a powc 
ful special attack that 
erythmg on 







$ 
Raita, аза more stored hearts thaa single~ 
‘shot attacks. 


= Aaothar aaw move is 

Se! tha back thp. Crouch 

77. and quickly prass tha 
Jump buttoa twice 

| f to sail ovar your tor- 


Bi mantor's haad. 





С 


jhe maps оо the following 
pages show the locations of 
weapons and Power-Ups. 
You can collect up to 100 hearts, 
but you cao hold ooly one sec- 
ondary item ata time, so make 
sure you really waot a particular 
Dp item before you take it. ES 





Inveativa advarsatié€ and maody back- 
grounds contribute fo. the Gothic atmosphere. 


: 


eee a itoni 









tothe unlimited continues are the 
passwords that you'll receive 
along the way. Another cool fea- 
ture is that the path through some 
stages—and eveo major enemies 
youencounter—cao change, 
depending oo what you do or 
doo't do! 





RP: 
7 


Tha lack af a multi-directianal whip attack із 
kaealy falt ia some stagas. 
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A VILLAGE AFLAME 


Toking my ancestor’s chain linh whip from just to wreak vengeance upon the Belmont 
its place of honor obove the mantel, Josef family. It is your duty to answer his ghal- 
and Istrode into the street, where we beheld lenge, to battle through the flames and 
a scene of chaos. “The village! The monster reach hiscastle!” 

is burning our homes!" Josef turned to me. 
"Dracula would destroy an entire village 

















The skeletons in the first part of the stage pose 

littlethreat, but those that come after throw bits 
of themselvesat you. You can sample different 
weapons, but don't waste hearts using special 
attacks on easy targets. 


СЕСЕ 


A BRIDGE TOO FAR 


Centuries of neglect had reduced the outside of the custle too could not allow myself to beoverwhelmed by fear. The maze of 
moldering wreck. The crumbling path to the gatecollopsed — stairs and corridorscrawled with all manner of fellcreatures, 
into the chasm as [made my way across, but my beloved Annet and I had to becareful of surprise attacks from above. 

ond her sister Maria were trapped somewhere beyond, ond I 


omi" 1 


LC 
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This area automatically r foe 1s no pushover. 


scrolls, giviog you little j rn to his movements 
chance tocollect the oumer- as he leaps from sıde to sıde, but he 
ous items as the often ends up off the screen and 
r heast follows М out of sight. As you hit him, be 
you. The beast, 4 prepared to leap onto a plat- Р 
4 however, falls S , i form to avoid his fireball Ies seu Tæ 


into the flames È - attack. Another way to avoid 
atthe end of the > "M 4 the fireball 1s to leap towards 
< 3 and over it as it travels acro: 
theground. 











As you move aefss, let the sectioos you're 
oo hegin to collapse aod then whip the 
space ahead of you before youjump. If you 

| , don'tgetthe timing right, the fish meo will, 

koock youoffthe bridgeasyouleap. 4 










BATS APLENTY. T === — 


It's tempting to jump ooto the plat- 
forms for this hattle, hut you might 
fare hetter if you stay on thegrouod, 
especially if you have theaxe. The 
large hat will hreak up ioto smaller 
hats after a single hit, only to slowly 

= reform into ooe 
creature, Special 
attacks doo’t help 
much, hut the clus- p. 
ter of small hats moves slowly and pre- ues eme > vos 
dictably, giving you time to strikeat will. 


¥ 
rs м ыбы. 
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STAGE 3 warn your этер 


The next stage of my journey took me deeper into E 
the confines of the castle. The stairs and plat- 
forms were rife with floating, ghostly heuds and 
flame-breathing guardian statues, I eventually 
came to a huge chamber in which my only path 
across was made up of a series of uneven pillars. 
Ishuttered to think of what waited for me below 
р А 







Inthe long room s 
cross a waterway, 
thiss 

whip 

life, You'll need this if 
up Facing the — 


BADAMCING Af 


If you make it across the 
yowli meet up with the «plas 
knight and proceed to Stage 1 1 
4-the high road. If you fall off 
the pillars, you'll skip the rest of 
Stage 3 and proceed to an alter- 
nate Stage 4-the low road-one 
that's quite different from the - 
"normal" course. | ا‎ 








——ÓÀ———————— ees 


STAGE Ay тон 


The room of pillors had been d asa double-edged trap.” 
Jf the flame-breathing statues didn't get me, the floating heads 
would knock me off the pillars and send me tumbling into the 
caverns below, Asa boy, I had heard stories about what lay 
below the foundations of the castle, According to the tales, 
there were caves that were filled with seething pits and popu- 
lated bycreatures made of steaming, dripping mud. Worse yet, 
the path was booby-trapped with platforms that would sud- 
denly flip the unwary into the bubj a ё The mud itself was TUR. { Чже” — v 


notfatal, but it would slowly pull trespassers tog messy ei endû’ 4 „р ГЕ = 
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NEEDFUL THINGS 
en imi © Wie One” eoe O7 














mv HORROR 


] 

| 

| If you don't fall off the pillars, you'll sooo confroot this battered and 
| bebeadedkoight. You'll cause more cumulative damage with single shots 
| from your special weapoo than with special attacks. The platforms offer 
| some protection, but be wary of the flying bead. You can leap over the 
spikes that the koigbt calls out of the floor, but it's nearly impossible to 
| leap over his bead (neck?) without i damage. 




















ТОГЕ و‎ ۱ ——— i eeneseens ў "tes aa ————A ыыы dein sce PUE o haere aae im hon — 






‘The exit from tbe: Ж ыал Stag) 4 
is guarded by a spectre with a formi- 
dable bag of trieks;-He'shifts from | 
side to side, throwing fireballs 
| агбилф= “the: chamber. , You- ‘cao 
destroy tbe fireballs “with: your 

whip, but if one of them tauches 
| you, you'll be partially paralyz¢d for 
a few secoods. The spectre regener- 
ates after his first life bar is gone, so 
conserve your hearts. ° 








































THE HIGH ROAD 


Thad hoped to avoid the lower chambers of the encountered later: a system of platforms and The flamir 
castle, but the path eventually turned down pulleys designed to carry someone up a vertical medieval | 
anyway. Luckily, I did not encounter the mud tunnel, Imighthaveappreciated this engincer- dictahle p 
pits, but the obstacles I faced were dangerous ing marvel more, if not for the flaming skulls yourself) e 
enough. As I trudged onward, great steel blocks swarming about! Т also discovered two locked constantly 
lined with spikes plunged out of the darkness doors along the route, Perhaps I should have taketwoor 
above and nearly impaled me! This paled in kept the keyI fannd earlier? dodging th 
comparison to the mechanical madness I 72 d k, 


work just а: 








The key that you find near the headless 
knight's room, which takes the place of the 
special weapon in your inventory, will open 
two doorsin this stage. Will the lack of extra 
firepower be outweighed by what you find? 


OU ЛТ ТТЛ УЛКЕН 





ҮТ ru RI m 
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H 
FH 
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MINOTAUR MADNESS 


Dracula has charged the Minotaur with T€ 
the task of keeping intruders out, and 
it's a joh the hull-headed creature rel- 
ishes! Platforms once again play a role 
in your hattle strategy.as you jumpto- 
different levels to avoid the Minotaur's 
charges and frontal ajackscTf-you have 
axes, you čani toss them over his block- E 
ing weapon and strike him in the head. ` 
Wherrhe throws his head back, he's get- 
ting’ ready to toss some rocks. If you 
time it right; you can run in under the 
shower of stones and strike him twice 
hefore he can react. 





Re nencovoccersvenbivetoessoes: 




















RD AND es 


g Skulls that haunt this 
‘levator fly in unpre-- 
atterns, so you'll find › 
rouching and leaping 
as you battle them, They 
more hits todestroy, and 
em when you can might . ^ 
well as trashing them. 


y 
my. TRA Av 









My jou! ey continued deep the earth and high What that, child? Did I ever save my beloved Annet 
into е towers of the castle, Red knights and green andher fair sister Maria? Well, its along story, and the 
giants, walls of moving rocks and machines of grent size hour grows late...and it’s a tale perhaps best told in the 
were justa few of théchallenges I conquered. Ushudder ^. daylight! 

lothihk Ё. ту T" =z 


The Real 


Бы A т 
EC ЭА 






Coming soon, . 
to your 
Super NES 
from Acclaim 
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EPICS ON-LINE 


I f you love epics and want to 


meet some new friends who : 


share your passion, the hottest 
place ın cyberspace is the Nintendo 
Power Source Epic Center on 
America Onlinc. You'll find the lat- 
est news, bulletin boards and ongo- 
ing creative adventures like 
Wizard's Realm. You'll also be able 
to chat live with epic fans and peo- 
ple from Nintendo, Square and 


other licensee companies, Final , 


Fantasy fans will find ongoing epic 
struggles between clubs of 


Moogles, Yetis, Dark Moogles and : 


other beings of fantasy..and any- 
one can join. 

In Wizard’s Realm, you'll find 
hundreds of postings that follow 
various heroic and evil characters 
on adventures in the land of King 
Golbert. You can choose to be one 
of dozens of characters, like Duke 
the brave he-man, Chargon the evil 
dragon, or Peach the fairy creature 
who often travels disguised as a bas- 
set hound. The rules for this inter- 
active RPG are simple and you can 


and that the same team 





that created Secret of 
Evermore is back in the 
saddle. Since the prelimi- 





b 





nary design of the new 
game has just begun, we 
have no details yet. 

At Enix, the focus on 
The Seventh Saga II has 
shifted to 1996. According 
toEnix Amenica, the game 
still needs to be translated 
into English and probably 
can’t happen in this year 
Thatisalsotrue of the oth- 





even submit your own ideas, which 
may then become a part of the 
Realm. Postings from the King or 
Wizard give characters clues or 
send them off on new adventures. 
It takes imagination and a comput- 
er, but Wizard’s Realm and other 
+ upcoming on-line RPG experi- 
+ ences in Epic Center offer a fun 
way to explore new worlds. 


THE EPIC 
CALENDAR 


ere’sthe latest read on : 
upcoming epic games. : 
j ly. These may be the final 16-bit 

shelves last month and should still 


be available.(A Chrono Player's . 


Chrono Trigger hit the 


* Guide hits this month.) This is the 


biggest game ever from Square + 
Soft, but another blockbuster is due ' 
out in November when Secret of | 
Evermore arrives. Together, these. 


two epics alone would make 1995 


the best year ever for epic gamers, } 
but there's much more on tap. As ; 
for Secret of Mana II, the latest . 
word from Square Soft is that the : 
sequel may appear in 1996, but the | 
final decision has not yet been : 


made. We also learned from 


already begun at the U.S. office 


er upcoming Enix prod- 
ucts, including Genesis and Dark 
Half. The good news is that Dragon 


‚ Quest VI (Dragon Warrior 5 in the 
. US)may actually arrive early. Enix 
> now reports that the massive epic 
+ may arrive in the Spring of 1996. In 
} all, Enix plans to release four new 
: €pics in 1996, As for this year's sur- 
: prise hit, Ogre Battle, Enix reports 


that every shipment has sold out, 
but they continue to reorder. If you 
can’t find Ogre Battle currently, ask 
your retailer if anew shipmentis on 
theway. 

Косїз two fall titles—Civilization 
and P.T.O. IE-should appear in 
October and November respective- 


titles from Koci. The space colo- 
nization game and Brandish II 
mentioned previomily i in Epic 
Center now look unlikely to be 
released for the Super NES. 
Contacts at Koei, however, are look- 
ing forward to continuing their lne 
of excellent historical strategy 
games on the Nintendo Ultra 64. 
Capcom's Breath of Fire 2 should 
be out this November. Tecmo's 
Secret of the Stars should be out 
already. And, in November, your 
Epic Center news reporter will tray- 


, ето Shoshinkai in Tokyo to report 
sources at Square Softthatdevelop- 7 
ment on anew adventure has : 


on the first NU 64 epics from Koei, 
Square and other Japanese compa- 


‚ nies. 
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EM ga 
Our story / 
SO fannie 


When last yoy yisited'the pages of Epic 
Center, our heroic party members had 
managed to extricate themselves from 
the Proto Domeand zap themselves to 
the End of Tune, Now, you will follow 
Crono and his friends on the quest for 
the Masamune sword and then into 
the dark lair of the evil Magus himself. 
The trail leads from the magical town 
of Medina to the prehistoric jungles 
where reptites battle early humans for 
dominance. In the end, you must help 
right a terrible wrong. 
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v , Medin 























== шш шш € € € € шш 
Although you may be teinpted to go home fora 
rest, the best thing for you to do once you leave 
the End of Time is to warp to Medina Village 
1000 A.D. Arriving in Medina, you'll step out of 
acloset in one of the houses. Instead of finding 
people, you'll find goblins who really despise 
human beings, They are subjects of Magus, the 
evil ruler of the southern continent. 














Зна 
| 


At the End of Time, take the portal that leads to the 
odd town known as Medina Village, in 1000 A D 







ves don t think very 

highly of humans Before you сау 
buy тушп Medina, you 

| Melchior is the key must fight the proprietor Even 

| ta the Masamune after that, the prices are too 

| Sword Only he can high 

mend the sword and 

maka ıt whole again 


| 
Я 


Chrono MM 91995 Square Soft Bird Studio/Shyueisha 
Itlustration by Akira Топуата 
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^ Medina Village 


In Medina, you'll learn about 
Magus and the feelings these gob- 
Hus have for humans. Talk to 
everyone; then head to Melchior's 
Hutand Heckran's Cave where 
there isa Time Gate to Truce 


@ Residence 

@ Medina Square 
© Forest Ruins 
@ Melchior's Hut 
© Heckran's Cave 


on 


<<--------> HECKRAN'S CAVE 


MEDINA VILLAGE 
Thia is an informetion stop. Evan if you 
have to light characters before they telk 
to you, ite worth it to laarn about Magus. 

















Heckran hasguarded the secrets of his cave for years. If you 
4 defeat him, you'll discover that Magus and Lavos share an 
ancient and mysterious connection Heckran’s attacks can 
be fierce, so use Marle's healing techniques to keep your 
j party healthy while you use combos with Crono and Lucca 





MELCHIOR’S HUT 


Malchior is a wise arms deeler who lives 


southwest of Madina. For now, yoo caa 
buy weapons from him 





HECKRAN'S CAVE = 
Fight your way through this ceve and 4 J 
defeat Hackran using your newly dis L - = 
covered magic abilitias Before reaching Heckran, you'li have to ward off 
the attacks of Нескгап'ѕ henchmen Use the Save 
point to heal up before facing Heckran 


HECKRAN 





The flood of the 
Water attack 


















can wesh away 
T o 2,100 HP all of your resis- 
M Asa creature who j bance Be prei 
UM. J pared to heal 
ай { lives by «magic, RENS 
Heckran ean also be 
Aq defeated маал rev 
5 i Testores some 
magic dts Water. HPtoallof 
attack can drown any hope of suc- your patty, 
cess, however, so make sure you aye memi TOS Also 
prepared to heal your party instant опо" 


ly using Marle ог powerfulMid CT 

Tonics. Use Crono nd Lucca'scom*. “Whirl, to burn Heckran 

bos, such as Flame Toss and Fire \ and kick some ash. 
TODO AN CAE X 


EOS 
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After defeatingHeckran, 
continue deeper into the 
| cave to the Vortex Poo! If 


you jump m, you'll reappear 
near Truce Village 


Gather your courage and return The Time Gate at the fair 
to Truce Village, 600 A D takes you to The End of Time. 


э 











iver Points can be con- 
verted into prizes in 
4 50 points. Norstein Bekkler's lab. If 
Cancel e you win the cat for 80 Silver 


* -Points, take«it back to 
di 
к Sa 
АТ У 


ТЄгөпо/з House, then win the 
ЖЫ 


= 'kkler's and 
ES ish when 
| you're 
— — 


our cat may 





of evil 


In Truce Village in the yéar 600 A.D. you will hear 
rumors of war, Magus's army has taken the southern 
bridge, but now a hero has appeared. Crono to the res- 
cue! Aft feeding the troops at the bridge and defeat- 
4 ing Ozzi е skeletal champion, you'll move south and 
hear the tales of a boy who has gone off to find the 
Masaraune-a powetful sword capable of defeating 

the evil Magus." 
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TRUCE VILLAGE 
Go to Lucce’s House and collect the Taban 
Vest, then talk ta everyone. You can easily 
wie Silver Points agmnst the karaoke robat 


600 


Теке the Time Gate to 600 A.D. and tatk to 
the people ia Truce Magus's army 18 
besieged at the bralge Talk to the soldiers. 


GUARDIA CASTLE 


Visit everyone in the castle and talk to 
the chef. dtar mai the kitchen the 
chef gives yeu Jerky for the troops 


ZENAN BRIDGE 


Give the Jerky to the men end agree to 

ant themin their desperate battle Battle 

Ee and the skeletal Zombor to wia the 
ridge 





® Zenan Brıdge @ Denadoro Mts. 
ө Fiona's House Ө) Tata's House 
@) Cursed Woods 








EE Take the Jerky to the 
Eid] ridge and ove ıt to the 
Knight Captain for his 
weakened troops 





Visit the King in his chamber in the left 
tower. He ts worried that his kingdom wall 
be lost Take the Bronze Mall from the you Jerky for the troops at the bridge. 
chest 


Skip downstairs to the kitchens and talk 
tothe chef As you're leaving, he'll give 









--------> ZENAN BRIDGE ааа a 


The Battle for Zenan Bridge is about to begin. After йн А ЫЫ 


agrecing to help the Knights of the Square Table, 
prepare to face Ozzie and his warriors. Crono’s 
Lightning attacks toast the Deceased warnors quick- 
ly. Keep pursuing Ozzie, but don’t bother attacking 
him. You'll have two battles with the Deceased before 
meeting Zombor, a giant collection of bones waiting 
just ahead. 







Ozzie only com- 
mands the 
Deceased troops 
Don't target him 
asan enemy, asit 
will be a wasted 
effort. Use magic 
on the skeletons. 








Head: 960 HP 


— u Zombor suffers damage 


to his head and body 
only if you uséspecific 












Attack 4 x 
: attacks, Ice damages his 
em d uj) head while Lighting 
pep and Firehurt his body If 
" Кл! + Robois with you, trythe 

— A € ; 
L =: 2 lceonhis Rocket Punch against 
ی‎ — Ls ушы Zombor's head. Brave 
| üt Ozzie will flee to fight 

™ another day, 


Having broken through 

continaat, you cen now Dormo and 

Porra. Talk to everyone and replenish 
our haefing tonics 


Frog can't bring him: 
| self to join you yet 
Dnly when you have 
the Masamune in one 
prece will he join 





The Cursed Woeds hold а secret. in the 
final glade, you'll find the hidden 
entrance to Frog's House. 







The talés of the powerful 
Maramma, sword ШЕМЕ 
‚ш à nowninthetownsofthe 4 
pa angoron ei pes ا‎ e southern continent Your party journeys into the F 
keepers ð the only sword that can Deis Jn саа alt tbe — 
dafaat Magus Gu 'enadoro Mts. to find the 
Masamune 
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=22---------+ DENADORO MTS. 


>: Follow Tata into the mountains and prepare to face 
З goblins and Іапсетѕ, Crono's company must follow the 
trail to the peak and down the other side to the cave 
where Masa and Mune guard the legendary sword. 
Along the way, look for chests filled with loot. 


MASA & MUNE 


Masa & Mune: 1,000 HP 
Fusion: 3,600 НР — — 


Prove your worthiness to Masaand Mune, individually 

at first, then again when they fuse intoone enemy. _ 

Masa and Mune concentrate on combo attacks. Fire, 

and Lightning magic aren't effective, Ice works well, a5% 

do Crono’s regular attack and Fire Me — м, A 
= | b 





Torch Обал shammer with Lucca s Fire 
tha ogre will become an easy 


Toss ent 
torget 





Concentrote on kéeping your threa ў 
fighters healthy 





The odd creature at the top of the moun. 
tan gives you a Magic Tab 













ч Treasure Trove 
7 Masamune's tornado attack con be 
Gold Helmet / Crono, Fr»; Robo anticipated Make sure you heal up. 


Silver Earring / All Characters bafore the attack! 


Use Crono's Slosh 
Silver Stud / att Characters attock to put an end to 


Masamune s planned 
Tornado attack. 





EN Seek out Frog ın his 
forest hole and offer 
т Fa 3 hım the Hero Medal 
поне um tf you do, you Il dis TATA'S HOUSE 
Here. ы, cover the broken " 
= > Return to Tate's Housa where Croen 
—— halt of thei word dupli the Hero Medai—the mark of 
the hera. 





CURSED WOODS 


Fight through the forast and да hahind 
hi геу bash to find Frog's secrat 
the brohes half of the 


L Tata doesn't deserve the Hero Medol aftar _ 

N L2»tunning away from the mountains But 
^-^ Cronahas provenhimself in battle Take 
the medal к > 


ОТАН ОСТ v е сама get 
our hands on some Dre«mstone, 
which the sword is made of. 


years in the past. 


65 MILLION B.C, 
The Draamatoae ean be won by dafaat- 
ing Ayla m the soup drinking eoataat at 
the prehistorie party 





Melchior holds the key to reforging the 
Masamune, but you'll have togo back to 65 
million years BC to find tha Dreamstone 
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Sixty-five miid years ago, 
ə mankind lived in a struggle for sur- M 

vival with a race of creatures knowr Б 
as Reptites. When you travel back in 
time to find the Dreamstone, you'll 
meet the woman warfior, Ауйа апа 
you'll be drawn into the struggles of 
her tribe. After a wild night of danc- 
ing and eating soup, you'll find the 
Gate Key 1s missing and the door to 
the future is locked. 


The Reptites compete with early 
ee humans in this ancient period of time 


Ayla the cave woman leads her clan, 
but can she lead you back home again? 


You canrest and stock up on some 
items ın loka Village 









E © Mystic Mts. 
O токамтаде O Reptite Lar 
O Hunting Range Meeting Site 


mre Ф Laruba Village 


|! Mu appears 
when it rains 
inthe Hunting | 
Range. You Ig * L 
won't have ——- 
trouble defeating the odd creature. 
and it gives you a Horn, Petal; 











ч = Followthe | Feather or Fang, which you са 
елен party of the age takes plage Js ша d trade for items with the chief af | 
might you arrive from the future Fhe feastine е 0 i 

and ا‎ lasts nto the night Est soup enı the Gete the Ioka. Later, Ayla steals item 
win the Dreamstone s. Key from Mu without having tofight. | 





| 4 урым 76 57 





4 


^ 
^ The thief turns out to be Ayla's wimpy friend, Kino, 
<--> FOREST MAZE xin bas taken the Cate Ke y into the heart of the 
- Forest Maze. Fortunately, Kino has a very little brain 
and hc leaves footprints in the wet earth. Track him 


through the forest to the Reptite’s Lair. 


B 





.~Treasure Chests 


Follow the footprints into the forast 
Magic attacks have little effect onmany 


of these beasts 


When the 
tral grows. 
cold, explore 
, both branch- 
Ingpaths 
until you find 
the foot- 
prints agam 


Exit - 


MYSTIC MOUNTAINS ff Р 


елат <--> REPTITE LAIR 


The Reptite Lair is filled with angry green 
Reptites, Megasaurs and other guardians. You 
can jump down holes to escape from many fights. 
In the end, you can't escape from Nizbel—the 
chosen champion of Azala, lord of the Reptites. 















ТОКА VILLAGE 


Yos can bey and trade items ia the vil 
Jaga. Yoe can also replantsh HP and MP 
hy drinking a native medicine 


FOREST MAZE 
Follow Kino to the Farast Maza Youcan 







The Weawil :: 


avoid some of tha enemies hare. Conserva 









yoer strength for the Reptite Lie E oW ү 
Trap to boost 
REPTITE LAIR Pw Шш x 
Ык d metidevel made FA бега A А Use Lucca's Napalm attack to Don'timmediately — 4 
Nizbel to win back the Gate Key sprod e Dun aod toall Sone creati дА 


Use combo attacks 
to maximize tha 






gt z5EL 4,200 HP 


age against 
я Nizbe 
Azala's mon- 


fh ster waits for 
AA you at the end 
ec 
47 т 






of the maze. 

Use Ayla’s 

Rollo Kick 
and Crono’s Cyclone. Most attacks 
don't damage Nizbel’s thick skin at when деј 
all so expecta lengthy battle. омеѕајоїї, ~ 
Magıc attacks aren't very effective. = pei das. 
You'll gct the Gate Key back after, A ۸ 


Ammediately. 
making Nibelgo extinct. y 
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Check aut every treasure chest A. 
within reach / 


Treasure Trove 
" Rock Helm / Ali Characters. 
Ruby Vest/ All Characters. 








УЕ; тка 


THE END OF TIME 
Take the Time Gata to 500 A.D. but first 
Я visit Spekkio to learn some new magical 
Yowll say goodbyd to Ayla, but only fora М " moves 
short while 4 Return to Medina 
> el HEELS Hut. 
leichior wail fix 
the Masamune — | MELCHIOR'S HUT 
Melchior uses the Dreamstona ta fix the 
braken Musamune Sword. The sword gives 
you а fighting chanca against Magus 


past CURSED WOOD 


a == LE атал. Go ta Frog with the new Masamune and he 
T will jom¥ou et last. ft is time to right the 



















^ 


Haunted 
мес 
v 


























L el " wrong imlicted upon him by Ozzie and Mages 
- With the Masamune restored and Frog now 

back in the party, it's time to hunt down Magus MAGIC CAVE T 
himself. First, you'll pass through the Magic Ге Мане edad heii e reir 
Cave southeast ОГ the mountains to the island of Megus. 

astle looms like a nightmare. 4 

* "ыд. | hb MAGUS'S CASTLE 
`~ The choll i 
N explore the halls nì Magus s Coste sd fight 





three major battles hefore facing Magus. 





@ Magx Cave 
Q Magus's Castle 


Return to 800 A D once you 
have the raforged Masamune 


Ask Frog to join you 
оп your quest He will 
accept the offered 
Masamune 


With Frog tn your | 
party, you can n 





poet tonite | 
lagic Cave $ 
EUREN — £ К Chilling moonlight reílects off the ramparts of Magus's evii law 
thesea — — J Inside, you wilf pass through a gauntlet of 100 enemies 
а - dao ÉL 
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Ф 


„> MAGUS'S CASTLE 


When you emerge just beyond the dead man in the 
Magic Cave, you'll find that you are just outside Magus's 
Castle Bats hover over the parapets. A cold moon shines 
downon the evil scene. Inside, all is silent until the shad- 
ow of Ozzie appears near the stairs. Ozzie—the fiend 
who changed Glenn into Frog and who destroyed 





to deal with Slash and Flea, the henchmen, 
and 100 foes m the castle must all he defeated, 
Be prepared for an epic struggle, You'll climbngherim 
the castle, following Ozzie through room after room of 
mechanical traps and hidden dangers. At last, you Tt 
face Ozzie himself, but even then you still have Magus 
waiting for you. The castle includes regular overhead 
views plus side-scrolling perspectives. Jugglers, Roly 


Cyrus—watches all. Before reaching Magus, you'll have Bombers, Outlaws and other villains haunt your every 


о.ө, © 





Save your progress anduse 
a Shelter to heal up 














Youmust battle 
Ozzie’s henchmen, 
Slash and Нез 











should use the X-Cut. 
You'll win the Slasber 
sword. 


Combos like the X-Cut can resultin, 
E ES 500НР of датада. aqwnst, C 
ash. S 
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sive items, 


Frog must con- 
front his past and 
the evil that was 
done to him 


Follow Ozzie 
through rooms 
filled with traps Tiles fall out of the floor m this 
He flees onwards room In the chamber below, use 
and upwards Lighting 2 on the skeletons 
3,200 HP 
75,200 HP en 
Slash provides “The back- 
the first test. grond shifts 
Although the to 4 fligbt 
battle rages тилге 
for along time, it isn’t very when you fight Flea. Use 
difficult. Cronoand Frog the Blade Toss 350-400 HP, 


Max Cyclone 350+ HP, X- 
Cut 350 HP. Flea also uses 
Prism Beam and State, 





Fles's Waltz of tha Windconfuspt P 


One member of your рагу: = „ё 





step. Bring as much Mid Tonic and Mid Ether as 
possible and equip your party with strong defen- 








Flea appears É 
twice The first 
Flea Is a faka 


OZZIE 


The trickster 

appears to be 

protected by 
-ice, but you 
can attack other points ın 
tbc Foom.to damage him. 
Eventually, he opens the 
wrong trap in the floor and 
falls through. 





# Move the Target Cursor (the hand) 


to find Ozzie's secret pomts of 
waskness 


— After defeating Ozzie, 
all have to warp to, 
lagus's private chambers 

















Climb the tower, avoiding 
fights when possible Use 
Lighting 2 against the Vamps 
andRolys 






The elevators 
deliver Qutlaws 
and Groupies, 
then Outlaws 
and Jugglers 






Defeat the Qutlaws 
first so they can’t combine their attacks with the 
Jugglers. Watch the Jugglers' susceptibilities 


6,666 HP 


` "31 : 3 
` Magus is susceptible to one type of 
Ly magic at a time, Use Crono’s light- 

` ee eee —— e € € ee — — n m m em 


ning magic and Marle's water mag- 
Nf has just begun.... ic. Frog’s Masamune sword 

decreases Magus's defense. Water 
attacks like lce or the Ice Sword 


You have traveled far already, but 
combo do 500 HP plusdamage. 


Crono hasa long way to go, At this 
point, you are hetween one third 
and one half of the way through the 
game. In all, you'll spend sixty hours 
or more on this adventure, and 
when you defeat Lavos for the first 
time, you'll be able to return to play 
again with Crono at full power. 
There are said to be more than ten 
different endings. The Nintendo 
Player's Guide, available in October, Z 
will havc all the secrets. 












ч z 4 جڪ‎ e constantly changes his defense 
Exploit his weakness by using appt а 
magic and combos | 








The dactyls tly vou to 
Azala’s palace After 
your epic battle with 





the Reptite, Lavos 4 à 
crashes to earth, [үө tseen 
iE mass extinc Mus рыу 
time will tellit + 
Crono wins the 
final battle to 
save the world 
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The collapse of the Han Dynasty in the sec- 
ond century A.D, plunges China into politi- 
cal and economic chaos. Feudal warlords, 
secure in their heavily fortified cities, 

| plot against their neighbors while 

À N preparing themselves for the ever-pre- 
(¥ sent possibility of a barbarian invasion. 

















\ % Can you, too, reunite the richest and 
‚ M. Y , most populous nation on earth by 
" | conquering all 43 cities? Romance of As manyas: pant |, With each The master menu leads to 10 submenus 
‚ the Three Kingdoms IV retains the pere ай There аге also five pages of data for each 


Е в E et 
same six basic scenarios as its pre- Y 


\ л decessor, but Koei has greatly 
4 , enhanced the graphics, made 
the interface morc intuitive 
апа added lots of command 
options. Now a 24-meg 
titan, RTK IV featuresa 
richly detailed aerial 
map that reflects the 
changing seasons. 
You can choose 






from among 450 rulers and officers or cre- 
ate as many as 180 yourself. RTK IV comes 
with excellent on-screen help, accessed by 
pushing the Y button, and a far richer array 
of diplomatic and clandestine options than 
its predecessor. The battlefield control is 
far subtler, thanks to 
many new commands 
that allow you to use 
fire as a weapon. 



































tiu lei 
Ruler 
Place: Ping Yuan 
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of unoccupied cities. 


end Yuan Shao in Scenarios 2 
thesa warlords are renowned figur: 
Chinasa history! 


MACHIAVEL- 

4 LIAN 

MENTOR 
f, J Forareal challange, taka a 
а тейюсга rular undar your 

ping and try to conquer China In Scanatio 1, 
Liu Yong is a nonentity blessed with twa rel- 
ativaly prosperous southaastern citias, Shou 
Chun and Jian Ye Can you extend his faable 
grip all the wey to the Gobi Dasart? 


Find new officers by sending 
an officer with a high Politic 
ability to search one of Cina's 
eight regions, Sometimes the 

searching officer will bring back a 
special item. Give the item to any 
officer to increase his or her ability 
in certain areas. The officer receiv- 
ing the ист will also become more 
loyal. Special items include books, 
horses, weapons and the hereditary 
seal. Occasionally, travelers will give 
you special items. 


Bh 











T M 





you'll need to seize them all. 


Before the game starts, you'll have to pick a warlord. 
Historical figures have cities preassigned to them. If 
you create a new ruler, though, you can take your pick 


pert 


Conquering all of China will take smarts, guts, 
courage, moxie and luck. Do you have what it takes? 
Remember, not all 48 cities are created equal, but 





















front lines. Fo 

Beı has eye popping berm and Politic rat- 
ings, which meke him aspectally И 
running е city, recruiting, b ung 
However, his leadership ability 

in battle is only so-so. 3 


|o v REWRITE 
HISTORY 


You cen creata your own 

rulars and officars with 

uniqua skill lavals using a 
set of basic ability points Oldar rulars hava 
more ability points, whila officars’ аби 
fons ere set randomly Raduca your risk ot 

etrayal by creating kinship fias with axist- 

ing cheracters. Pick your charactar's por- 
trait, too 





Special weapons, such as the Sword of Fate 
and the peer of the Eclipse, increase an 


officer's pattlefield prowess. 


NU ruler hes ме or her own flag Gitiee 
without rulars appeer ee blenh squeres on 
the map of Chine. 


Ш selves a raco. — 1— 


You cancreate both female and male 
characters 










It's not easy ruling the most populous nation on 
carth, but good officers arc a big help. Assign 
officers tasks that best suit their mdividual abil- 
ities, always keeping m mind the crucial Loyal 
rating. A new feature ın RTK 1V allows you to 
put an officer m charge of the four city func- 
tions: Farms, Dam, Economy and Technology 
The new Snoop option allows you to gather 
information on a rivals development efforts. 
You can then use this information to boost your 
own capabilities! 





skills put to the ultimate test? 





A soldier won't fight onan empty stom- 
ach so be sure to assign a top aide to 
each of your cities to oversee Economic 
development 


Aruler commands his Home city, while 
Governors command the ruler's Vassal 
cities Pick officers with top Politic rat- 
ings as Governors and Civil Officers 





To conquer a city you'll almost certainly 
a need to knock down the castle gate, and to do 
that you'll need a battering ram or a catapult. 
b. You can't buy these weapons, so you'll have to 
build them yourself First, though, you must 
develop a high level of Technology. Watch 
out for saboteurs trying to set fire to your 
arsenal! 








Uno will be in оһасуе of builders 
bre ar 


Үсисеп — bay conventional, strong 


or euto crossbows, bat shrewd treders 


will cherge you e stiff price. 





| 1 Y Take time to draft and tram soldiers, increase your food supply and 
build weapons. When playing in Pro mode, though, the system may 
force you to fight while you're still unprepared. You'll find your military 








س — 


_ SECRETS TO YOUR SUCCESS 








GET ON THE ANCIENT INFORMATION HIGHWAY 


Gether es much informetion es poseitle before makmg your 
moves. Send e highly lorel officer on e six-month spy mrs: 


sion te enenemy cite ou cen elso spreed disinformation 
with the Gossip end amor options 








NEGOTIATE AS МІЈСН AS POSSIBLE 


Enhenced artrficral intellrgence in RTK IV mekes negatie 
tions more raaffstic. For the first time, you cen negotiete 
with һегһапап s Usa yoar diplometic cepebMities to 
meke affiancas befora going to wer 





MAKE YOURSELF VERY POPULAR 


Drefting soldiers from tha crties you rule reduces your level of 
support Whenit drops balow 50, there's e reel denper of rebel 
lion. Меке yoursaff popular hy giving provisions tofe people 





MANY HANDS MAKE MUCH POWER 


Focus yoar mvastmant on citias with et leest 209,999 
poan. Smalter citraajast can’t davalep the geods yeu need 
very fest 


A ANG DON TS 


Floods and typhoons often rai 

regions in the summer. The drier western and nort! 

regions are less susceptible to flooding, so you па! 
and as much on dams there. 


© ar ut 


rer have too many good officers. Search the 
for officers who aren't attached to other rulers, 
ly bribe an officer who serves a rival warlord. 


mos >т 


When an officer's Loyal rating drops below 50, fire him and 
recruit him enew. He'll come hech with e higher Loyal rat- 
ing. Yoa cen elso boost en officer s Loyel reting by giving 
hmm gold or promoting him. 


Site WITH LOTS DF HELE 


Drafting more soldiers decreases yoar army's overall fight- 
ing sprit. They will he more lihely to flee the ecena ol a bat- 
tle ог семе in to psychologicel preseure, such ee teunts end 
rumors. 













The battles begin m the land outside a city 
Placing your forcesin aforest or 
grassland makes them vulnerable toa fire, 
"while placing them below a mountain 
makes them vulnerable to enemy troops 
hurling boulders. 


h 


If the defenders retreat to the city, the 
attackers must climb the castle walls or 
smashits gate "f denotes an infantry unit, 
"C" isa calvary unit, "X" 15 a crossbow unit 
and ^S" ıs a strong crossbow unit 


* 


۹ Before going to war, you need to be sure of your officers’ loyalty 


"Wall of Fire” is the name of an actual battle, fonnd m Scenario 4. 
Liu Bei trounced the once mighty Cao Cao m a great naval battle 
by sending out secret agents to cham together Cao Caos ships 
Liu Ве then sent a burning ship into the paralyzed fleet. Thanks 
to the all-new, fire-related features ın КТК IV, you can recreate 
this famous battle. Other new options allow you to use your cross- 
bows to shoot flaming arrows or the firebolts, which are far more 
powerful than flaming arrows. 
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Seek out officers with Naval talent before 
iaunching an aquatic attack Once on the 
water, chain enemy ships together and set 
them on fire If one of your ships bursts mta 
flame, jump for the Qousa command! 









and your army’s morale. Leave extra provisions behind so the 
people won't rebel while you're out in the field. Consult your advi- 
sors often. And watch your allies. They want to conquer China, too! 





Softenup а city before 

attacking by dispatch- 

ing asaboteur to set 
re toits food 


+, {ttakes lots of soldiars to conquer 
zm r arsenal. 


China, but don't skimp on traming and 
E arming theones you have Training, pay 
___ hikesand bigger rations all increase 
your soldiers’ loyalty 





[zuo Xa has been — 


le balas of hay then set 
them on fire enemy units 
ers can ais» arder 
len pitfalls. 


Romance of the 

Three Kingdoms IV 

allows you to send a 

highly loyal adviser into an enemy 

city for a six-month spy mission. The 

officer will send back reports every 

two months. Should you attack thc 

city, your officer can betray an ene- 

my unit. You can also bribe an enemy 

officer to betray his unit m battle 

Always consult your trusted aides 
before making a big move! 


if the defenders los 
castle battle, thi al 
hattle begins. The 
attackor's hest betis 
to put forth one, three 
or five of his most 
arful officars in 

to the finish. 
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* forces (1Ё,уо run put, 
visit a Trade City and- 
replenish your invento- 
ry)and don't be afraid to 
experid a Tarot Card or 
Wo to turn the odds in 
your favor. If you're 
worried about running 
out of Tarot Cards, bc 
: sure to load up your deck 
` with Jokers, The Joker is 
available at most quality 
item shops throughout 
the game. Finally, if you 
‚ do have to engage a 
: weaker enemy unit, 
select the LEADER tactic. 

































THE QUEST FOR these traits to qualify for 

THE BEST the best ending. These 
qualities also affect your | 
Ogre Battle isn’t your ability to recruit powerful 
average build-up-your- , characters and find valu-) 
levels-defeat-all-the-ene- able items and jfreasures. + 
mics strategy role playing , Depending on yeur play- trength, selecting any of 
game. Hack and slash : ing style and decision, he other tactics can dam- 
Rebel leaders never rule incra or dim traits j Stack the odds n favor of you j age your reputation or the 


A The LEADER tactic is the most 
f honorable. ЕДО employ on 
i the battlefields of Zenobia 


Depending on your unit's 









т 
bcyond their first уса ncreasc or diminist ; weakumtsby expending m i army's alignment. 
and some frustrated pla: A, азайа папа 

ers discover the best repu- 4^ virtuous leaders reward«' i around in case the impe- 
tation rating doesn't | ed with the best ending Prial forces get out of 
equate with the besten when he or she reclaims’: hand. If you accidentally 
ings} Are you jh фе Temple Silina- Read j êngage a weakling unit, 
harbiriger of — on té le: 


throughout the game. 
Lead a 
Liberation Unit 


+ First impressions can 
; make or break your suc- 





theleadership i avoid the impending 





” ened agé, or justanother ; secretstospečess. sa slaughter by retreating : cess story ın Ogre Battle. 
Jineffectuál despot? Th ^ a P from the battle. Running : Make sure the inhabitants 
month's Epic Strategy Everyone Loves from a battle causes : of every city see your lead- 

twon focusés on the кеу» an inderdog! every character in the | еге best side. One crowd» 
` factors that gontribute4ó . s pleasing method for rais- 
Від; everáfter Nobody likes a big bully. ing your reputatignh is to 


1 
in A стег. 4 А common mistake liberate cities usirig a unit 
ие ^ a i among beginning Ogre 
alities of a : Battle players 1s to build 
{ rue Leader i up the levels of two or 
m і three units to astronomi- - 
The three qualities ; cal levels, and then to use | 
required of a lcader are i these heavyweights to * race tase 


ment: This specialized 
force is usually ref erred to, 
aga "Liberation Unit” 
Check the individual 
; alignments of your char- 
à acfers and Lasscmble your 
i-Kiberation Unit зейге 
yenturing tto new areas, 







Alignment, Charisma, and £ destroy every Empire ^ week unt does [ЕТШЕ n bul 
Reputation. You need { army in sight. This uni- , ving the na P 

atings in all three of | versal technique works in - retreating unito lose one ! 
all games that require lev- ; Charisma^point, оць Finding chatactcrs with’ 
el building, right? While defeatjfig a paltry cnenty i high alignments early in 
this method will allow you ; force slashes your align- f the game is challenging. 
to reach the end of Ogre meng dnd reputatign : Clerisandknights withan 
Battle, this strategy Won't ` рой totals- When you do :-alignmetit of around fifty 
give yopa happy ending. :engage4 higher level unit,’ points make suitable char- 
A wintung techhique isto : be sure to equip your } acters for a Liberation 
„fight énemies that afe two weak armies wath power“ ; Unit. Players whoseck the 
or three leyets Stronger й weapons, armor, and : best ending usually put 
than yout army unj ems, Wise Heal'and Heal £ their leader (the main 
Keepafewseughuyfits Allitemstorevitalize your i character) in this unit. 
o y E. " > E * 








High Alignment, Charisma and а 
good Reputation are the winning 
qualities of a successful leader 
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Ў 


with a very high align- y 


/ 


f 


There are two reasons for | 


this: the leader possesses a 
high alignment at the 
beginning of the game, 


and liberaung citics using ; 
this unit increases the lead- i 


er’s Charisma and 
Alignment rating. A few 
examples of characters 
and monsters with 







Liberation Units don‘thave to be 
suited for combat—n fact, your. 

Liberation Unit can ba made up of 
only one or two characters. 


ments inclûde Paladins, 4 





extremely high align- : 


Fortune Card may ran 
domly raise or lower your 





Reputation. Drawing the : 


Death or Devil tarot card 
can produce a minor se 
back. These cards reduce 
your Reputation meter by 
a few marks. The 
Hierophant and Priestes: 
cards increase the 
Alignment of all charac- 

ers within the unit libi 
ng the city, while thc 

Tower card lowers t 

Alignment in the 
The Charisma oft 
Liberation Unit increase 
whe Е ап регог 
Fess gård 1s dx: 
— ers restart 

J raw a bad 

aun this tacti 
the Play ce eRe pytal n, it 


























> 


rotedts ї 


лүн Doll Мазев s 
urai Masters, Sylyphs, plie game docsn'tf ‘Orce YOu t 

z Muses; Monk E ДЕЕ а ito opllecta rd. Justsay * 
- Nixies, Serdphims "and Pag bA the game asks 

j Silvg 






Drágons. Keep m'mind 
"that Liberatiopt Units fre 
ntly,do пог make th 

fest def m E After 

/ liberating; City, you may 

move low alignment units 

^, intooceupythe area with- 

out penalty to your repu- 
tation. 


Pick a Card... 


the RIGHT Card! : 
Cards i: 


Some Tarot 
improve or diminish your 


and Charisma. Your 
Liberation Unit will draw 
„anew card each time you 
liberate a city 
cards all raise the gauge in 


ner of the screen. The 





Some players elect to start alev- 
eloverif they draw a handful of 
bad cards Don't be a Joker! 





ог. 
oshfallian Temple. The ` 
P Temperance and Lovers + 








Gold, апа айта Tyoute draws Keep an eye ; 

L. Ж forether useful car 2E : 
nchiding the Moon and : 
'un cards, which weaken . 
; рис perception of you 
} asa leader. When faced 
. with a dilemma, pay close 
: attention 
` Reputation meter as you , 
- select your answer. One 
i of the most controversial ; 
: game decisions ıs whether : 


Never Lose a 
City 


One of the quickest ways 


; to destroy your reputation. : 
; isto lose your Liberated : 


cities to imperial forces. 
The citizens quickly lose 


! confidence m your ability 
Reputation, Alignment ; 


to effectively govern your 
growing kingdom. 
Whispered rumors speak 
of the unpleasant curricu- 
lum within the empire’s 
repatriation program. 
Until you control the sur- 


; rounding countryside, 
the upper right hand cor- - 


keep a sentry unit on the 


i city tofend off any enemy 


incursions. Asan added 
benefit, any units within a 
city wall slowly recover hit 
points-it's probably 
becausc of all that great 
food available in the mar- 
ketplace. Be especially 
cautious when defending 
a coastal city-the empire 1s 


| notorious for recruiting 
bands of pirates. If acam- - 
* paign turns ugly and your 











trusty purple Reset Swit 
can be your most able a 


willing heujetíant. 
Actions Create > 
Reaction 


quently confronged with 
— decisions 
ape theft 


As commander of 
rebel cause, rt dE д 
Шар 


game VE nai 
T “Heme рог 


* Need to rescue a city under siege? 
Use Асо or Bell items tosave * 


the day! 


government. Your con- 
clusions also shape the 











to your 


you should forgive th 


? witch Deneb in Deneb's 
- Garden. While the Ogre į 
Battle Instruction manual ; 


clearly states that if you 
forgive Deneb your repu- 


Denebis a useful ally in the early 
stages of the game, but can you 

atfordto pay t ie price with your 
Reputation? 


; tationwill fall, many play- 
. ers opt to do it anyway. 
: The reason players do 
: this is to obtain the Gla: 
` Pumpkin, an item used to 
‚ build an 


army of 
Pumpkins. Watch your 


ities begin to fall, thé. Н 





eof yður . 











next time you decide to 
; forgive the witch. While 
his character may assist 
‘ou in beating the early 
reas of the game, your 
* low Reputation level clos- 
гез the door on opportuni- 
ties to recruit powerful 
characte later in the 
ваше Does this imply 
you should finish off 
iet your defeated ene- 

i mies? Absolutely not. 
The game would become 
very difficult if you 
wiped out every charac- 

; ter you defeated. Weigh 
your decisions carcfully 
and consider the implica- 
tions of your choices. 

' Don't forget you can 
: always reset and give a 
different answer—unless 
; you saved the game on 


only one file, 
p est, You'll Get 
the Rest 
If your leader has high 
Reputation, Alignment, 
and Charisma scores, 
you've accomplished the 
toughest part of reaching 
your goal. A healthy 
Reputation gauge allows 
you to wield the Brunhild 
Sword, the legendary 
weapon found ina hidden 
i temple in the northwest 
corner of the Kastolation 
Sea. The Brunhild Sword 
is the key to the Chaos 
Gates, five hidden portals 
you must enter to get the 
best ending. Be sure to 
pick up all twelve of the 
Zodiac Stones. These 
valuable gems are found 
throughout the game. 
(The Epic Strategy section. 
in Volume 75 covers the 
most commonly missed 
Zodiac Stones.) The peo- 
. ple of Zenobia seek a vir- 
; tuous leader. May your 
: quest have the happiest of 
; happy endings. 







үр re the 


i reputation meter fall + 
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An Insider Interview with Nintendo's Top Teom 


Мойт —— — nd 
Howard lincoln; Chairman of NOX dnteccupied their packed 
КШ ip answer some ot buy Nursing nuestlons, The two 


men IRR 


Nintendo Power: Has the Super 
NES reached its full potential? 


Howard Lincoln: | don't think so. 
With Killer Instinct, Yoshi's Island 
and Donkey Kong Country 2, we've 
advanced the technology even fur- 
ther than m DKC. 1 think that the 
people at Rare and Nintendo 
beheve that there 15 tremendous 
potential for future Super NES 
gamcs. 


М.Р. We've heard rumors about a 
disk drive for the NU 64. Is there any 
truth in it? 
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TIC] Tua hor ГҮҮ gendo | 


ica 


Minoru Arakawa: We willunveila 
bulk storage device for the 
Nintendo Ultra 64 at Shoshinkai 
this November along with the NU 
64 controller. 1 can say that it isa 
new technology, not CD-ROM, 
but not all of the details have 
been completed yet. The 
Shoshinkai show will be incredible. 
You'll love it. 


МР, Poe already got my ticket! 


H.L. Ydlike to add that Nintendo 
has always been at the forefront of 
video game controller technology 
and that players will be surprised 





and excited about the NU 64 
Controller. 


NP. Anymore Ultra 64 news? 


HL. We're happy to announce a 
new Dream Team member for the 
NU 64. LucasArts Entertainment 
and Nintendo are beginning to 
work on an exclusive NU 64 title 
called Shadows of the Empire. The 
story will extend the original Star 
Wars universe with a new plot and 
new characters. As I understand it, 
you play the part of a young rebel 
who holds the fate of the Jedi 


Knights ın his hands. George Lucas 
is very excited to be working with a 
technology that allows for a true, 
seamless, 3-D experience. 


N.P. That brings up another topic. 
Who is the greatest creative force in 
video games today? 


М.А. I think last year it was Rare. 
This year, Mr. Miyamoto’s Super 
Mario World 2 goes off ina whole 
new direction, and Rare has done 
incredible work on KI and DKC 2, 
But we find new talent appearing 
all the time from unexpected 
places. 


H.L. What we've learned is that 
(as in Hollywood) there are a 
limited number of superstars 
in this business. We're 
fortunate to have two 
superstar development 
teams led by Tim 
Stamper at Rare and 
Shigeru Miyamoto at 
Nintendo. 


М.Р. Everyone can see 

how good the newSuper 
NES games are, but what 
about Virtual Boy? We've 





had a tough time ai Power trying 
to demonstrate its 3-D impact. 






H.L. In both Japan and the US. 
Nintendo plans to show off the 
immersive quahties in a number of 



















ways. In North America, we are 
working with Blockbuster to offer 
rentals and acoupon for $10 off the 
retail price. We will have mall tours 
around thc country and, at rctail 
stores, players will be able to expe- 
rience Virtual Boy first hand with 
our special mteractive displays. 


N.P. Anything special happening 
for Mario's 10th anniversary? 


М.А. Mr. Miyamoto’s latest master- 
piece, Super Mario World 2. Yoshi's 
island, is coming out this fall. 1 
think it is important to remember 
that each Mario game has 
improved dramatically. Ten years 
ago, Super Mario Bros. was the best 
video game ever. Four years ago, 
Super Mario World demonstrated 
a new level of 16-bit games. Now, 
Yoshi's Island pushes the Super 
NES even further. 


H.L. Thats right. The Morph- 
mation technique that Mr 
Miyamoto designed ıs just as revo- 
lutionary as Super Mario World 
was in its day. 


VOLUME 76 69 


N.P. What product has been the 
biggest surprise success? 


H.L. Tetris. Most video games have 
a limited lifetime. Tetris continues 
to sell almost seven years after its 
Game Boy release. 


NP. What was the first game that 
you ever played? 


M.A, The first was Space Invaders. 
The first Nintendo game was 
Radar Scope—our first arcade 
game. I thought it was very good, 
but it didn’t do well. (Big grin.) 
Then we got Donkey Kong and I 
didn’t know what to think—if it was 





good or bad—and it was the biggest 
game ever, 


H.L. (adds with a laugh) We also 
thought CluClu Land was going to 
bea huge arcade hit. A week after 
introducing it, our test location 
reported a take of just three 
quarters. 


N.P. So what makes a great hit? 


M.A. Ithasto befun. Wehave eval- 
uators all over the world. If a game 
scores well here and also in Japan 
and Europe, we know we havea big 
game. 


N.P. For our readers who want to be 
players in the video game industry, 
not just players of videogames, what 
encouragement could you give 
them? 


М.А. More millionaires have been 
made from this industry in recent 
years than f rom any other business. 
Combineknowledge of games with 
good designs, and you could be the 
next milhonaire. 


N.P. So what do you like best about 
your jobs? 


I geta lot of satisfaction from 
itching younger employees learn 
out the business and grow into 
responsible positions. They're the 
futurc of Nintendo. 


M.A. (Big grin.) Making money. 


N.P. Okay, how do you settle differ- 
ences in theoffice? With a round of 
КЇ? 


H.L. (laughing) If we did, Га 
always lose. He's a much better 
playerthan Iam. Actually, weagree 
on most things. We couldn’t have 
worked together so successfully 
over the years unless we saw things 
in much the same way. 


NP. Ona different topic, does Ken 
Griffey Jr. really help design his 
games? 


H.L. Absolutely. Ken is an avid 
video game player. For his new 
Super NES baseball game, he took 
the development team from Rare 
to four Mariners games to explain 


Minoru Arakawa, President of 
Nintendo of America, grew up in 
Kyoto, Japan in a family that 
made its fortune in textiles. After 
| graduating from the University of 


Kyoto, he studied engineering at 

MIT in Boston and traveled 
around the U.S. in a VW Beetle. After working 
fer several years in Vancouver, B.C., he started 
up NOA for his father-in-law as a coin-op 
distributor in 1980. 
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A Few of His Favorite Things: 


Golf Course . 
Underwear . 
Car... 

TV Show . «British Open, Masters 
Sports Team . Supersonics 
Drink.. . Tonic Water 
Magazine Comics (Japanese) 
Video Games .. Mario Bros., Tetris, Donkey Kong 
Play tt Loud Color inam Clear 


Sahalee, Issaquah, WA 
Briefs 


| 


Howard Lincoln became Senior 
Vice President of NOA in 1983 
and Chairman in 1994. Before 
moving to Nintendo, Howard 
practiced law in Seattle, served їп 
the Navy, and graduated with a 


law degree from Berkeley. 

Howard grew up in Oakland, CA 
where he once modeled for a Norman Rockwell 
Boy Scout poster. These days he braves the 
elements and brown bears to fish the streams of 
southeastern Alaska. 


A Few of His Favorite Things: 


Golf Course . 
Underwear . 
Car .... 

TV Show . 


North Course, Mana Lani, Kona, НІ 

. Briefs 

Jaguar 

Mariners baseball 

Sports Team Seattle Mariners 

Drink . . . . Caffeine-free Diet Pepsi 

Magazine . . . -The Economist 

Video Games . Tetris, Donkey Kong 
Play it Loud Color 


the subtle points of baseball. After 
the season, he'll spend more time in 
Twycross, England, helping Rare 
with the game's development. He 
also helps with marketing and 
other efforts, 


М.Р. Is there anything you would 
change about the videogame 
industry? 


H.L. Maybe the perception that 
video games arc just toys. This is 
pervasive in the general media and 
it does a disservice to the people 
who play video games as well as the 
people who make them. 


М.Р. What do you see in the future 
for Nintendo? 


М.А. It’s simple. If our games аге 
fun, we will be successful. 


HLL. agree. It's not really a matter 
of technology or storage systems. 
It's a matter of making games that 
are exciting and entertaining. 
Nintendo has always been incredi- 
bly focused on games while other 
companies wander off the track. 


^ wrapped up the 
| Д / interview with a classic 
golf story. You should 


know, first off, that Mr. Arakawa 1s 
an excellent golfer. He and his 
wife, Yoko, play some of the best 
courses on the West Coast and in 
Hawaii. Howard, on the other 





hand, humbly describes himself as 
a hacker. Several years ago, our 
fearless leaders took an important 
Japanese guest out for a round of 
golf. They were hoping to impress 
the man. Mr. Arakawa hita tremen- 
dous drive off the first tee. The 
guest likewise hit a nice shot. 
Howard hit a sign 20 yards away. 
The ball bounced straight back 
from the sign and rolled between 
his legs. When he turned to see 
where the ball had gone, he saw the 
guest looking absolutely stunned. 








What do you say toa guy who 
drives backwards between his own 
legs? He also saw Mr. Arakawa 
laughing so hard that he was on his 
knees with tears in his eyes. 

It’s a good thing that golf isn't 
Nintendo’s main game, but the 
story illustrates what is important: 
fun. What could be better than 
working for a company that just 
wants to make more fun for every- 
one? “In the end,” Howard told us, 
“atisn’t the technology that's impor- 
tant-it’s how much fun you can 
have with it.” 
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THE NEW ADVENTURES 


E From Agent і 
Pattern Test 


MISSION CONPLETE 


Hidden Fighters 
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OF т 


Bonus Samurai 
This code will 


REE 
аше а 





THE 


LION KING 





E From Agent #970 
Level Skip 


If you're having trouble with one of the levels in the 
Game Boy version of The Lion King, then try out this 
quick code. Once you've reached a роті that you 
can't clear, pause the game, then quickly press B, A, A, 
B, А and A. If you enter the code correctly, you will 
automatically skip to the beginning of the next stage. 


a 






EIE IZ ака S үз 
The action will pick up at the 
beginning of the next stage! 





If you re having problems, pause the 
game then press B, A, A, B, A and A 





E From Agent #877 
Bonus Sounds 


Back in Volume 39 we printed a Sound Test code for 
Final Fantasy Legend ll. Recently, Agent #853 discov- 
cred a way to access even more sounds by slightly 
changing the original code. On the Title Screen, select 
the Continue option and highhght any of the save 
files that have your party built up past level 57, then 
press the B Button to return to the Title Screen. Hold 
Select, Band Start to access the Sound Test and nse the 
A Button to listen to the sounds. The number of 
sounds you can listen to will equal the total levels m. 
your party. 


A popular activity among Nintendo game players is developing 
tips and strategies. If you would like to share your own special 


tips with us, send them in! Choose your own three-digit agent 
number and be sure to include it with your codes. 





| ИШИП) ШАТ 








m 
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Music 1 
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Goto the Continue screen and high- 
light any party that is over level 57 


then use the Sound Test code to lis- 
ten to the extra sounds 





WFRoM Agent #994 
Another Boss Code 


1f you want to play as the boss m World Heroes Jet, 
you'll need this code—and quick reactions! After you 
first turn on the game, wait until the Takara screen 
appears, then press Right, Left, A, В, Down, A, В and 
Up. In order for the code to work, you must finish 
inputting the code before the logo fades. Once you 
have entered the code, the extracharacter will appear 
in the lower right corner of the Character Select 
screen, 


At the Takara screen, quick- 
ly press Right, Left, A, B, 
Down, A, B and Up. 


PEAVER SELECT 


SAI 





Wait until the Takara screen 
appears, then quickly press Right, 
Left, A, B, Down, A, B then Up 


The Boss character will appear in 
the lower nght corner of the 
Character Select screen 


Our Address is: 
Nintendo Power 
Classified information 
Р.О. Box 97033 
Redmond, WA 
98073-9733 








ACTION-GAME FANS WILL SHOUT “SMOKIN”! 
AFTER GRABBING A LOOK AT THE LEAN, GREEN MORPHIN” MACHINE! TH*Q HAS PACKED LOTS 
OF RUNNING, JUMPING AND BLASTING INTO THE MASK, BUT THERE'S ALSO A GOOD BIT OF 
DETECTIVE WORK CALLED FOR AS YOU MAKE YOUR WAY THROUGH THE 
SIX STAGES OF THIS HOT NEW TITLE. LIFE ISN'T THE SAME FOR MILD-MANNERED BANK CLERK 
STANLEY IPkISS AFTER HE DISCOVERS AN OLD MASK FLOATING IN THE RIVER LATE ONE NIGHT. 
PSYCHOLOGIST DR. ALFRED NEUMAN THEORIZES THAT THE MASK 
DEPICTS Loki, THE Norse 
GOD OF MISCHIEF. ALL 
STANLEY RNOWS 
IS THAT IT RELEASES 
HIS INNERMOST 
DESIRES—AND 
GIVES HIM THE POW- 
ERS TO MAKE THEM 
COME TRUE! 





H*Q Inc 
w Line Productions. Inc 
served 
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n uc The lode from Loki gives Stanley 


astounding powers. He can plow through 
bad guys by morphing into a Tornado oi 
Zip past them at super-fast speed. Both the 
Super Jump and the Mallet can help him 
find hidden passages and Power- Ups. The 
Horn will stun crooks, while the high-pow- 
ered Guns help The Mask get the drop on 
hoods packing heat! 





Stanley first LONG GREEN AND 
appeared as a = 

comic book hero before morplung to the OTHER Thal NGS 
silver screen. TH*Q's game is highly 
















faithful to the movie, as Stan the masked It's not easy fighting Dorian and his dastardly henchmen, not to 
man dashes off to woo the lovely Tina mention the ornery landladies and bumbhng cops of Edge City. 
Carlyle and end Dorian Tyrel’s evil plans Fortunately, The Mask can snare lots of green goodies on his way. 


to X-out Edge City’s eminences, includ- 
mg Tina herself! Smooth animation and 


colorful backgrounds help capture the The Mask s superpowers eat up valuable Morph Money teks т Edge City, espe- 
goofy good-naturedness of a hero who Energy, s0 grab аро ag cally if The Mask wants to get 
has charmed millions of fans worldwide. green M whenever you into the Coco Bongo Club Be sure 
E see one ff you drop f to check every hidden corner for 
below 50 points you’)! these and other Power-Ups You'll 
automancally gain find unseen goodies stashed 
more Morph Energy, | behind walls and on ceilings 
but very slowly 





CASH tf ÁND GEMS 


MORE MASKS 





These glimmenng beauties are tia [rostyaluebls 
Pawer-Ups of all, giv- 
mg The Mask s whole 4 
extra life! Getting to 
them takes trial-and- 
error, though 








When his Mask — falls to zero, 
The Mask loses a Йе, so keep an eye 
peeled for these precious pumpers 
Don't bother if you already have the 
maximum amount of Mask Energy, 
though You can usually retrace your 
steps to pick up a Power-Up 


MILO 















The Mask's best friend ппсгеагез тет тайтитп 
amount of Mask 
Energy and Morph 
Energy ha can carry 
He'll need those extra 
energies to beat the 
big basses at the end 
ofeach stage 
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© Å ълътмемт 
SENT BY VENT 


Don’t know where to go? Try Super 
Jumping intothe nearest vent, or push 
Up when standing before anelevatoi. 


CAT-ASTROPHE 


Sneak past closed doors to avoid dis- 
turbing your surly neighbors. 
Those flying felines will scratch 
away your valuable Mask Energy! 


You can also Zip pest these un-cool cets, but that 
eats up your supply of Morph Energy 


HOODLUMS 


Punks prowling the corridors will 
try to relieve The Mask of his good 
friends Franklin, Jefferson and 
Grant. Punch them before they 
havea chance to pull their knives. 


{| 
КИТҮҮ 


You can always 
wheck these 
guys with the 
Mallet, but ıt 
takes Morph 
Energy 





DON'T GET 
BOWLED OVER 


are closed, so this guy 
is getting ina little 
rooftop practic 
Stout 

Mallet 

whacks 

will put 

him in 

the gutter 

and allow The Mask 


snoozing neighb 

Tike to hang out high- 
caliber *Do 

Disturb" signs I 

to their blissful dreams by 
sneaking by. 


£7" LAwoLgor 


Having dealt with plenty of Edge City eccentri 
landlady is unperturbed by this strange green ie 
with popping eyeballs. The masked man will have to 
hammer the hopping alarm clock, then hammer the 
landlady. Dodge her bullets by constantly 


jumping. 


Hammer the 
Landlady enough 

and shell turn into a 
whirling pink dervish 
Its all hot sir, though 
She will soan spin out 
af sight. 





THE MASK’S BALL 


Uh-oh, somebody forgot to turn the heavy 
machinery off before quitting for the 


mght! Punch out the flame-spitting flare 
THE SNARE DRUM OF A HIP JAZZ BAND ACCOMPANIES THE Tee eat chen pound du de blak gees 


MASK AS HE GLIDES THROUGH THE NIGHT ON THE ЕУ» at the base of the crane with the Mallet. 
Meanwhile, play dodge the heavy ball! 


CiTY STREETS. THE MASK 
SHOULD ТАКЕ HIS TIME TO 
EXPLORE THE CONSTRUCTION 
SITES FOR HIDDEN POWER-UPS. 
BAD CITIZENS WILL PELT HIM 
WITH THEIR GARBAGE AND 
SLIP=SLIDING CLOWNS IN SEARCH 
OF A CIRCUS WILL TRY TO HIT HIM WITH THEIR JUGGLING 
BALLS. MEANWHILE, BURT AND 
\ IRV, THE GREEDY AUTO MECHAN- 

ICS, TRY TO THROW A WRENCH 
INTO THE PROCEEDINGS. Bur 
WHAT DOES THE MASK CAREP 
HE'S THE ORIGINAL COOL САТ! 
























— ny 
Finding your way to Milo is tough, 
but this pooch allows The Mask to 
collect extra Mask Energy and 
Morph Energy. Climb the tall 
building to the left of the second 
Mask billboard. When you reach 
thepmk _ jump. 


Now ITS VERY LATE AND NO ONE IS ON THE STREET EXCEPT 
FOR A BUNCH OF UGLY MUGS TOTING TOMMY GUNS. YES, 
DAMIEN'S CRONIES ARE PLANNING TO KNOCK OVER EDGE CITY 
Bane! To THWART THEIR DASTARDLY PLAN, THE MASK TAKES TO 
THE SKIES ABOVE THE CITY'S HIGH-RENT DISTRICT. HE 
LEAPS FROM AWNING TO WINDOW LEDGE TO ROOF, THEN 
WHOOSHES TO THE С 
NEXT SKYSCRAPER 
VIA THE OLD VENTI- 
LATION ROUTE. IT'S А 
UMO: UNIDENTIFIED 
MASKED OBJECT! 


М 
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VENT, IT’S LATE 


Those round rooftop vents will zap 
The Mask around if you just push Up. 
Some are barely visible, including 
one that takes him to an Extra Life! 


Waren Wenge 


No one in Edge City wants to hire a midnight 
welder, so this guy decides to practice on The 
Mask! Rollout your heavy morph- 
ing artillery for this one. The 
\ Mallet, Tornado, Guns and 
Horns will all extinguish 
his welding torch. 


Bii. ms Tay ا‎ | 


ma. 


AWESOME JF | 
AWNING E DIG-DELLY BULLY 


TheawnngsgiveThe Ж 

Mask a big boost, but | All sorts of nasty habits help The Mask's toughest 
watch out for win- f foe yet. This overweight mug blows foul-smelling 
dows swinging in the cigar smoke оп The Mask and tries to crush ham 
breeze. They'll knock with a death dive. When your Morph Energy runs 
him to carth again! low, try to corner him and punch him hard. 


Your asrenal of pocket pro- 
tactors will silence most 
baddies at tong range 





Ц акон 


Park 


THAT FOUL STINK IN THE NIGHT 
AiR COMES FROM THE METHANE 
GEYSERS. JUMP ON THE GEY- 
SERS TO JET INTO THE TREE- 
TOPS, WHERE YOU CAN FIND 
LOTS OF ARBOREAL POWER- 
Urs. BECAUSE THE LEAVES 





OBSCURE THE VIEW, YOULL 
HAVE TO RELY ON YOUR GUT 
FEELING TO FIND YOUR VAY. 
WHEN you FALL TO THE 
GROUND, WATCH FOR THE 
GRIMY GROUNDS KEEPERS AND 
BAT-WIELDING BANDITS. You 
CAN FIND YOUR OLD FRIEND 
MILO ONLY IF YOU REMEMBER 
TO BE A GOOD CITIZEN AND 
USE THE TRASH CAN. 
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Not alit treasure is ba iedin the ud 
Damien and his pals have left a trail of 
big bucks in the treetops. Plucking the 
loose change is tough, because it’s not 
always obvious where The Mask is walk- 
ing. If you're impatient, morph into a 
Tornado and whip through the trees. 

















naine brrerde’ tirrorte 


) f E | 
Punchoutthe pesky maintenance men with their 
noisy leaf-blowers. The fleet-footed batsmen are 
hardertostnkcout, though. Try to knock ‘em out 

: of the park with 
the Mallet, 





Bao зба, т? РЦ 


If you've beenable to find Milo a 
three times, you should have | 
plenty of Morph Energy. You'll 
need it to get past the clumsy 
constables guarding the park 
gate. Pull out your 
Guns and ask, “Do you 
feel lucky?” as soon as 
the oafish officers 
appear, or else lace on 
your boxing gloves | 
and punchthem out! | 














These cops will have 
to take more target 

practice if they want 
to nad The Mask 













THE POLICE ARE STILL ASKING THAT QUESTION, EVEN AFTER 
THEY VE MANAGED TO COLLAR THE MASK. HE'LL HAVE TO BREAK 
OUT, OF THE EDGE CITY JAIL, WHICH LOOKS NEARLY AS DECREPIT 
AS HIS APARTMENT BUILDING, AND GO UNDERGOUND INTO THE 

| CITY's SEWER SYS- 
TEM IF HE WANTS 
TO DROP A BOMB 
ON DORIAN’S 
EXPLOSIVE 
PLANS. 

















Where else does a masked man belong but in, 
Jail? But this one has a hot date with some trou- 
blemakers at the Coco Bongo Club. With the 
law after him, The Mask will 
have to hightail it for the 
Sewers. First, 
though, he'll 
have to collar a 
passel of creepy т" 
copsand cons! 





Put on your thinking cap to figure your way 
through this a-mazing subterranean labyrinth. 
Keep Super Jumping, even when plunging 
down deep wells, to get to areas packed with 
Power Ups. Check out ceilings for hidden pas- 
sageWays and every grate you run across. 


] 


Finan t= ile fa. NAAR 


105 not casy getting into the swankicst nightclub in town, even for The Mask! 
Zip past the coconut-tossing monkeys. If you're stuck, bash the red spots in 
the floor. At last you'll meet the mask of Dorian Tyrcl. Is he ugly! While the 
club band plays on and the gorgeous Tina Carlyle sings moral support, 
Dorian tries to use his newfound supernatural powers to end your heroics. 
You'd better have lotsof lives saved up if you want to defeat him! 


« Y 
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the soul OF A 
GREAT FIGNTER 


Fists and feet are flying when the great 
Bruce Lee takes on a bevy of baddies 
from Hong Kong to America! 


Acclaim continues its flurry of 16-meg titles 
for 16-bit with Dragon, a 10-stage fighting 
game for up to three players with some 
intriguing variations and a more compelling 
story line than most. Based on the biographi- 
cal movie of the greatest martial-arts star of 
all time, Dragon follows the life of Bruce Lee 
from his humble beginnings in Hong Kong to 


international superstardom. Bruce’s quest is 

as much spiritual as it is physical. Besides 

fighting a series of тату opponents, he 
P! 


must vanquish the ghostly Phantom that has 
pursued him since childhood. Smooth anima- 
tion, clips from the original movie and 
еа газе game control add up to a game 
that fight fans will want to check out. 








Part street-fightmrg-achon, part mystical 
quest, Dragon begins with a terrifying 
dream. Bruce's father sees a gloomy 
graveyard, where the masked Phantom 
pursues Bruce! To protect his son, the 
father gives Bruce three mirrors. Each 
tume Bruce loses a match, he loses a mir- 
ror. Eventually, Bruce has a vision of his 
own son being pursued by The Phantom. 
Save the mirrors to give Bruce a chance to 
fight The Phantom at the end! 


The Phantom haunts 
Bruce throughout his 
йе This giant, terri- 
Гуту creature wields 
үе Geadly Kwondon 


4 i 
CHI 1§ ТНВ KEY 


The secret of Bruce’sSuccess is "chi" (pro- 
nounced "kcy"),a mystical power forged of 
self-discipline and inner strength. Bruce 
boosts his blue Chi Meter with successful 
attacks but loses 
Chir when his’ 
attacks fail. Bruce 
can also earn Cbi 
inother ways, such 
as landing the first 
blow ina fight. 
Earn enough Chi, 
and Bruce can use 
onc of two advanced combat techmques: 
Fighter and Nunchaku. Only by using these 
techniques can Bruce beat his toughest 
opponents, includ- 
ing the dreaded 





ae no 


Two ON YER 


Travel wit c from Hong 
Kong to America to film scts in 
Southeast Asia, culminating with 
a fight against The Phantom. 
After each match, earn points 
based on the quality of Bruce’s 

fighting. 








O PT ГЕР 
STORY 


Two Bruce Lees are bet- 
ter than óne! Team up 
with friend to fight 
Bruce's enemies. Then, 
fight itout with each oth- 
er fp save your Bruce's 
mirrors. 5 





controlled by the 
Super NES. This mode gives you a 
good chance to learn the moves by 
watching the system controlled 


Square off against another 
Bruce Lee controlled by a 
friend, In both Story and 
Match modes, watch the red 
energy meter. When yours dis- 
appears, you lose! 





Plug a Muluü-Taprffito your Super T 
NES for a three-way fight to the > 
finish! In this mode, the last Bruce Try the risky but — comto of e Throw followed by в Stomp At close range, 
Le ft standing wins the round, press Away and the Hard Punch Buttos to grab and throw Bruce's opponeat. Thon, 


'd bette: 1 stand os the follen opponent, push Up, 
You'd better watch your back! atthe top of Bruce's зер, рь ee 
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-== | THE LANTERN FESTIVAL 





ча 
4 In his childhood, Bruce pra 
— spiritual self-development. This preparation serves А, 
Ü him well during hi t fighting challenge, which com 
4 4 2 c & . Bespect only wants to 
= eue dance but must defend his honor against a hard-bitten Sailor on shore 


THIS ONE I$ MINE. leave. The Sailor's menacing shipmates cheer him on as he tries to teach 
کے‎ „эни. the brazen local boy a lesson! 


= THE SAILOR 


It looks like the Sailor grabbed alengthaf | 
anchor chan before gaing ashore He 
tries ta choke and throw Bruce with it. 
Aslong as Bruce keeps moving and stays 

n claar of tha chain, he can win easily, 









GUSSIE YANG'S KITCHEN 
After the Lantern Festival fight, 
COOKING the poli rch for Bruce. At 
home, Bruce's father reveals that 
he has long had premonitions 
that Bruce would dic in Ho 
Kong. He now sends Bruce to 
Francisco, where he was born an GET AWAY FROM THAT GIRL? 
American citizen. Shortly after 
arriving, Bruce gets a job washing dishes at Gussie Yang's, a Chinatown 
restaurant. A pretty waitress takes a liking to the handsome newcomer, 
but that only sparks the jealous rage of two Chef: 


LE, А 
Bruce can earn both Chi end paints by practicing on Pete the Dammy in Bonus Rounds 
Avoid the sticks and hit tha pads, especially the bottom pad, which is worth a whop- 
ps 10,000 points. The more hits Bruce 
lands, though, the faster Pate spies! 





Tha ection bagins in the kitchen but 
soon moves to tha allay out hack, 
whareanother Chef helps double-team 
Bruce. Tha Chafs skillfully attack and 
dafand with their maat claavers. Bruce 
can fry these guys ana at a time by. 
going mto the Fightar technique, 













DRAGON: 
THE BRUCE LEE STORY 

























Fircd after brawling with the Chefs, Bruce goes 
back to school. Some not-so-big mcn on campus 
don't like the brash newcomer and his strange way of 
fighting. When challenged, Bruce ismore than happy 
to show his stuff! 





Earn enough Chi to. g Into the Fighter tech- 
3 nique, then attack Scott with Ultra-Fast 
=E Jumping or Flying Kicks. 


f Community elders in Oakland, California, don't like 
JP the idea of a brash upstart teaching martial-arts secrets. 
They command Bruce to battle the bloodthirsty Johnny 
Sun at George Wu's Gym. Bruce dismisses his friend's plea 
and insists on fighting the sneaky Sun! 


NNY SUN 





Johnny crouches low to better fend off Bruce’s blows His 
Throat Grab really sucks the energy out of Bruce Counter 
this terrifying move by pressing Away and the Hard Punch 
Button at the same time 


Here’s an extra match not found in 
the movie. Bruce must battle a 
staff-wielding Female Acrobat. 
Soon, а partner joins to double- 
team Bruce. 





WHO ARE YOU? 


TERRIR NIG 
TERRIB NS 
An especially effective combo against the Acrobats is. 
the Chop, followed by the Stomp After executing this 
devastating move, get ready for a violent attack from 
Bruce's enraged opponent 








Bruce writes a book about Jeet Koon Du, his new phi- 
losophy of martial arts, He then opens a Kwoon, or 
martial arts school. His students mclude Steve McQueen. 
One day Scott shows up and shows Bruce he’s learned a thing or two 
since theit days in the University Gym! In particular, watch out for 








Scott's powerful Spin Kick and Shoulder Kick. The kickboxer will also WELCOME YO THE 1 
will try to bear-hug Bruce from behind. == 
T SCOTT E 
The elusive Scott masterfully parries Bruce’s blows and E 
scampers safely from Bruce's leapmg attacks Despite their эт 


different backgrounds and fighting styles, these two men | 
have great respect for each other i 


































Karate purists attending a tourna- 
ment in Southern California boo 


a JOHNNY Bruce for teaching Jeet Koon Du. 
9 ji Brucerespondsby saying he can beat 
SUN 5 SWAN E x 4 рле wu 


I MILL DEFEAT ANY MAN 








SONG ^" —— rii zo econo 
ИЕ ven Rising toaccept x 4 
ating Johnny t Е А 
Баат бте ades eiie d S E: this challenge is Johnny Sun, who broke Bruce's back 
to H Beni Ue то нае B with a cheap hit the last time they fought. A Hollywood 
io his, B Um Pn dE. He - producer in the audience, seeking an actor to 
should go into лыдыр A ad play the role of Kato in The Green Р 
as soon as possible and batter nn} 2 « > ч a 
With the Stab Attack or Swing Attack. отпес Не ы ans Closely. 


The Green Hornethas made Bruce а cult favorite back 

home in Hong Kong, wherea shrewd movie producer 
offers Bruce the chance to leap to the big screen. In 
Thailand to film The Big Boss, Bruce spots a co-star with a 
strangely familiar face 


LUKE SUN 


Even though the cameras are rolling, Bruce's opponent isn't. 
throwing any stoe punches That's because he's Johnny 
Sun's brother, and he's aut for revenge! On the ice house set, 
Luke hurls huge blocks of ce at Bruce After thawing the içe 
with Hard Punches, Bruce wil have to chill out the revenge- 
crazed Luke 


YOU HAVE DISHONOREO 
MY FAMILY 





As the world’s biggest martial-arts 
star, Bruce returns to Hong Kong 
to star in his first Hollywood 


CLAW MAN movie. This tale about a deadly 
HHY оо You VANT то GEE мє? 


Bruce can use his sensational tournament ori a remote island THE FILM Creu HOS LONG 
jon ing e and Nunchaku to culminates with GONE НОМЕ. 
afeat Claw Man while stayin T ?, ^ 

out of raach of the metallic" ы ^ Bruce 9 battle E u—— А 5 
metacarpus Bruca can build Chi against the terrifying Claw Man Thelethallimbisn't. 
DER DO SETS 3 as dangerous as Claw Man’s smoke breath, though. 
Strike fike lightning with tha madi- r The smoke breath will stun Bruce, leaving him vul- 
un- range Swing Attack nerable toa vicious follow-up attack. 





While filming Enter the Dragon, 
Bruce has a nightmare about The 
Phantom attacking his son, 
Brandon, їп a graveyard! Bruce 


THE PHANTOM will need his Nunchaku to defeat 


Tha masked Phantom also appears in this unearthly 
Story mode When Brace fasasallhis | _ opponent, who 
КТ ШЕР DU э lashes out with a razor-sharp Kwondon, Both Fighter 
dreadfel presence of Tha Phantom! | ^ and Nunchaku techniques leave Bruce more vulnera- 
Bruce cen win back all his Митога by ble than the conventional Mantis technique, but Bruce 


doesr't саге, After all, he's fighting for his son’slife!__ 





battling The Phantom ta a atalemata. 













ONE-PLAYER 

When fighting a Bruce controlled - — 
by your Super NES, you'll see his full E" 
range of moves. Whether one, two or E 


three play, d 
: wis у 3 : 
QUNDS то Wi. 5 you alwa 


EXIT have à choic | Д 
4 of six baek- 


"grounds and 
difficulty levels. Thanks to a handicap option, 
novices can square off against fighting experts 
in One-, Two- or Three-Player Match mode 
The handicap halves the energy of any Bruce 
Lee. 











TWO-PLAYER MATCH 
— à This may be the best mode fora 
Ed  pureadrenalın rush. There's no 
strategy herc-qust flat-out fighting! 
In all three Match modes, a Ying 
Yang symbol appears from time to 
time.Leap to grab this 
and boost your Chi. 
When you have suffi- 
cient Chi, a flashing 
ge. sign willannounce 
— that you can launch 
into the Fighter technique. In these short matches, that may be 
enough to give you the winner's edge. 





THREE-PLAYER MATCH 


When a third, blue-clad Bruce Lee appears, get ready for а fists-of-fury 
flurry! You can all-out fight or team up with another player to vanquish 
the remaining Bruce Lee. Remember, though, that coming m second is 
the same as finishing third. Don’t be 
too helpful to 
your partner, or 
the dragon may 
turn around ОЭ ыш 
and bite you! 





15 
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ta OGRE BATTLE 





i HOW ОО I BEFRIEND A CHARACTER? 


eutral characters encoun- 

tered throughout the game 

can be recruited when you 
select the Befriend option. 
Characters loyal to the Empire can- 
not be befriended in combat. A 
Persuasion or Charm item can also 
win a warrior over to your side. 
Certain creatures may only be 
recruited after collecting particu- 
lar items or speaking with other 
characters. 


pn 20е 
Ое Ok rata 
ТЕС Гава ED 
ин. 





Neutral characters canbe recruited during ran- 
dom encounters throughout the game 





Ruay 

PERIDOT 

SAPPHIRE 

OPAL 

тоха 

TURQUDISE ‘4, 
+ Haan 





А Persuasion spell (listed as a "Charm" item) can 
increase the numbers within your ranks 





4 he high wooden walls sur- 
rounding the Slums of 
Zcnobia and the City of 

Milano confound more than a few 
soldiers. High flymg military units 
may fly over the barriers, but most 








The formidable wallsin the Slums of Zenobiaara a 
common problem area for Ogre Battle players 


90 NINTENDO POWER 


players find that they need a pow- 
erful land-based force to defeat 
the enemy. Venture south of the 
Debonair's lair and explore each 
of the small ıslands ın the bay. One 
of the larger islands conceals a 


1 









ET TAE e — 


he 
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Crass towering barriers with high flying units or 
employ hungry insects ta eat through city walls. 


uns 





secret Roshfalhan Temple. Visit 
this temple and speak to the monks 
to receive the Termite item. You 
can usc the hungry insects to eat 
through the fortress walls sur- 
rounding both cities. 


— 


Find the termites ın a hidden Temple on an island 
south of General Debonair's base 


{ES SECRET OF THE STARS [ug 
i | 


i HOW DO I ENTER JEEP VOLCANO? 





he entrance to Jeep Volcano 

is located in the brown hills 

on the northeast corner of 
Heart Island. Push against the 
south sidc of cach embankment. 
One cave provides you with valu- 
able information while the other 
cave leads to Jeep Volcano. Talk to 
your father’s ghost and explore the 
island using David of Kustera 
before you venture deep beneath 
the rumbling mountain. 





Find the caves ın thenortheast corner of the 
island A tunnel leads beneath the volcano. 





Push egener the ridge of the brown Hill on the 
right This dark cavern leads to the volcano 





he city of Decatusisfilled with 
new items, weapons anda 
wealth of information. 
Unfortunately the city guards won't 
let youm the front gate. You need to 





The Decatus guards refuse entry to strangers, 
but there's another way to get in 


find another way over or under the 
city walls. Visit the village of Giant 
and speak to the digger in the town's 
upper right corner. You'll find the 
Digger by walking around the out- 












= 


Find the Digger ın ahole ın the upper right-hand 
corner in the village of Giant 


The digger likes to help children. 
Speak to him using the Aqutillion 
party and he'll agrec to dig a tunnel 
beneath the walls of Decatus, 





Digger likes kids andis willing to help out the 
Aqutilion party Let him diga tunnel for you 





ou can't get bencath the 
big top in Decatus until 
you find an admission tick- 
et. Fortunately, luck is on your 
side. The mayor's race is under- 





The circus isn townl The show 15 the hottest 
ticket around! How can you gain admission? 


way and the campaigning politi- 
cians will do anything to get your 
vote. Visit the polls in the build- 
ings east of the circus tent. Cast 
your ballot and revisit the mayor 





Politics here are another form of a three ring 
spectacle Visit the polls and vote for the mayor 


after he's won the election. Unlike 
some politicians in real life, he'll 
remember you and reward you 
with a ticket. Now you can sec the 
biggest show on Secret of the Stars. 





The mayor has a gift! Ignore ethics and grab the 
ticket Justice will be served ın the end 
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МЕЗ BLACKTHORNE 


HOW DO | AVOID THE SPIDER 


MINES? 


d pider Mines are robotic 
arachnids equipped with 
explosive charges. These 

mechanized spiders detonate 1f 
they touch you. Spider Mines can be 
destroyed with Fire Bombs or easily 
avoided. As a Spider Mine 
approaches, Press Up on the 
Control Pad. This move makes Kyle 
lean against the wall and blend ın 
with the shadows. Hold Up on the 
controller until the danger has 
passed. 








Power Generators in 
inaccessible locations, 
(The generator in Stage Four can be 
destroyed with the shotgun.) Wasp 





Remote controlled Wasp Bombs are great 
weapons for destroying Power Generators, 





arlac is the fmal guardian in 
Blackthorne. While there 
are no safe spots or tricks 
for defeating this foc, there is an 
effective pattern that can improve 
your chances of success. Shoot 





Sarlac ıs the final foe ın Blackthorne There isnt 
asafe location ın his chamber 
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asp Bombs can destroy 








Spider Mines have explosive bites Either de- 
stroy them or stand out of their path 


REMOTE GENERATORS? 





Bombsareremote controlled explo- 
sives that look like yellow bees. 
Highhght the Wasp Bomb in the 
item box and press the X Button to 
launch the weapon. Use the Control 





Select the Wasp Bomb ın the Item box and 
press the X Button to launch the device 






HOW DO I DEFEAT SAREAC? 


continuously at Sarlac using the B 
and Y Buttons. The best technique 
for avoiding damage 1s to kneel 
below the lion statues. If Sarlac 
slingsa fircball, stand and hold Up 
on the controller to avoid getting 


Dodge demage by kneeling near one of the ноп 
statues in the room and fire away 





» 


Gre» Larzelere 





Blend ınto the shadows and seek quick cover by 


holding Up an the Control Pad 


Pad to maneuver the bomb to the 
Power Generator. When the bomb 
arrives at the target, press the X 
Button again and detonate the 
Wasp Bomb’s explosive charge 










mi 
x 


the on-board explosive charge 





burned-this is the same trick you 
used on the Spider Mines and gun- 
slinging enemics. If you find your- 
self m a precarious predicament, 
roll left or nght and continue the 
fight to the end. 





Stand and hold Up on the Control Pad to avoid 
getting burned by the searing fireballs 


DONKEY KC 


HOW ОО | DEFEAT THE GIANT 


CLAM? 


* he Giant Clam in Scabed 
Showdown loves to share 
& his perilous pearls of wis- 
dom with you. You can beat hum if 
you know the secret about the 
closed clam shell. Errant pearls 
always bounce off the closed clam. 
Swim between the Giant Clam and 
the closed shell and let the pearls 
bounce back and strike the Giant 
Clam. Repeat the pattern until the 
Giant Clam 1s chowder. 


P { ire Trail, the sixth level in 
| the first world of Donkey 
Kong Land,concealsa total 


of three different secret areas, 
more than any other level in the 








Drap off the starting pont ledge and go left to 
the cliff—jumpin the barrel оп the other side. 


НЕКЕ ARE THE 








Position yourself ın front of the other closed 
clamin the room and wait for the pear! 


DDEN AREA 


game. If you don't find all three of 
these locations, you won't get 100% 
and the best ending Find the first 
area below the starting point of the 
level. The second area is at the top 








Jump down along this string of bananas to 
reveal a rope Take a nde toa secret areal 


LEVEL 1-6? 


B. 


Sue Nelson 





Move out of the way as the pearl torpedoes 
through the water Watch for the ricochet! 


of arising rope prior to the contin- 
uc point. The entrance to the third 
secret area is in a barrel below a 
diving Zinger. Examine the photos 
below to nail down the specifics. 





Don t bother thisbee—look down and jump to 
the barre! leading to the thirdsecret area 
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SUPER MARIO ALL STARS 


0: Is there a Minus World ın the game? 
KA No, it’s only ın tha NES version. 


(0: How many warp points are m the 
Lost Levels? 
A Nina 


Î (E Canlget28P-Wings after finish 
_ Super Mario Brothers 3? 
t No, they're only inthe NES version, 





A 
EARTHBOUND 
| 
0: Whichts better—the Casey Bat or the 
Gutsy Bat? 
t TheGutsyBatisbetter You'll strike 
outif you use the Casey Bat. 


@: Can! stay at the Innin Moonside? 

t Yes, but you must answer "No" when 
‘the innkeeper asks you if you want.to 
stay (everything is reversedin 
Moonside, including your answers}, 





Waite 1, Е 
Ceunselors' Corner 

PO Box 97033 

Redmond, WA 98073-9733 


I Ke RAT It |. 








@: Which hidden characters ara in the 
game? 
Jade and Smoke 


@: Canldo Friendship Moves? 
No, notin the Game Boy version. 


@ Is there abonus level? 
No, not ın the Game Boy verston 
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CHANG 


The brilliantly simple premise of Galaxian guar- 
antces hours of arcade-style fun. A horde of 
alien ѕрасесг: aft is invading earth. Your task: 


many as pos 
have thre 
fighters but you can 
only use one at a time. 
The militaristic maraud- 
ers move in lockstep at 
first, but soon giant 
protected by the 
craft in the front ranks, 
peel off and shower you = 
with bombs. When you destroy all the craft m one convoy 
another convoy will bear down on you. The pennants in the 
lower right-hand corner indicate how many conve 
have battled, When Gala alaga are play 
Game Boy, their colors are faithful to the orginal 
2, the frames are faithful copies of the 
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Get your adrenalin pumping before taking over the 
controls of Galaga. You'll need it! That's because the 
game's rapid-fire action allows you to squeeze off 
rounds as fast as you can move your finger. With careful 
positioning you can decimate the first two rows of flies 
as they circle before you. The flies are followed by a 
double row of intergalactic insects that can be brought 
down with two hits apiece. The remaining bugs then 
form a tghtly coordinated swarm, much fike Galaxian, 
with individual bugs peeling off for dive-bombing runs. 
Thanks to Galaga's enhanced artificial mtelligence, the 
bugs will change course to elude your fire. That means 
_ youll have to be 
very quick if 
you want to chp 

their wings! 
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wars wa? 
тї PLAY IT LOUD 


ш 






BRENDAN LEE 


= E 
Wheaton, + To Make Your Game Bay A Little Baldar 









First there was. . 


GAME BOY. - 


Then there were colors... 


LOKE BANARI 


Crocker, MO 


PLAY ZY GREEN 


PEAY IT Lub! 
GAME BOY 
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ee й 000 
ROB LEVIN E Nc 1 4}: Whats the one thing these two have in common? 
NY ] 1 С JERRY LALLINSHAM 


| E d Henderson, 


A: They both have nothing to hide, 


NDCO 
OOt B 
BEYOM 


Revelstoke, 


BEYOND COOL BEYOND COOL BEYO- 


N^ 7 BEYOND C 
diis COOL í 
Bt OOL BEYO 


Dovis, CA 


LJ Grand —— mw 
Pi Prize О ган Y 
Y | fr г te 


Е. Go ta М 


S NIN REN 
HEADQI "ARTEHS | 


to — ир — own 









TM 


за Travel to the head- 

À y quarters of Nintendo 
20 of America in Redmond, 
i Washington! , ; 


— MTS Take home a 

чац 0 Virtual Boy and : 
Oy selection of Game 
Paksi 


м “Gn See what’ s hap- 
05 pening behind the 
A scenes at NOA— 

Play the latest — 

games, test the 

latest productsi 


Te enter, either fill 
. Pallcespense card or pi 


ene numi 
and the answe o the trivia que 
ona plain 3 1/: 


NINTEN 
PLAYER'S PC 


EDMOND; 


‘One entry per person, please. К ү 
entries must be pestmarked ги later) / 


than October 1, 1995. We ага not 






Vir tuali CI. 

edvertisements or promotioi "he 
behalf of Nintendo Power mogezine or 
Nintendo of Americe Inc ian wi 
ош further compensation. Prizi 

limited to ons per household. Chances 
of winning ere determined by the (осей 
sumher of entries received. The ratio 
of ptizes to entry cords distributed | is 
56.1,000,000, No sulistitution of prizes 
is Permitted All prizes will be a 

ed To receive e list of winners, which, 


Em — in 


— de iios 4 


кең Will be ovatlable ofterüctoher3i | | 
1935, send your request to th address "n. 


4 ~~ -Third Prize eri o tin aa í 
, quarters іп Redmosi esi 
2° 5 Winners PART mu 





E А ^h \, for P winner and one gues! 
ج‎ = i 19, the winner must he eccompanied } 
fr j t or guerdion. Тін | 
Nintendo ens 
Virtual Boy is not recommended for 
Power ploy hy children sie yeers old or 
4 younger. — velis of all 
= prizes ts $4,000. Exect date M 
Ез is subject to determinetion 0А. 
І | Т. Shirts Some restrictions epply. Valid only ia 
Make = virtual the U.S. end Gonads, Void vem pn 
hibited by lew. Not open to 
fashion statement! of NOA, —— a orth 
is ci 
j ار‎ subject to ell federal, gps and local 
Мы \ ce 4 TANG 5 к. lewsendreguletions. 2 ' | 
~~ — ~ Е |, 


Players 


The Power 









Tom, a game counselor in Nintendo's Call Cen*^ , com- 
pleted all of Donkey Kong Land in 36 minutes and 34 
seconds. He thinks NO ONE will beat his time! He 
doesn't know you very well, does he? Go bananas as you 
roll, blast, and carom your way through all of the levels, 
The first ten players that attain 100% and beat Tom's 
time receive four Power Stamps! 





Can you get through 100% of Donkey Kong Land in tess than. 
3834? Show us your best tme! 


POWER ёғ 
CI ENGE BUST:A:MOVE 


Bust a new high score with Bub and Bob! 
How many bubbles can you burst in 
Challenge Record Mode? The players with 
the top ten scores win Power Stamps! The 
toughest part of this contest is putting down 
your controller! 


Don't be hard on yourseli—start out with Challenge 
Record mode on "easy" 


—— 
ei rnor LOONEY TUNES B-BA 


Sufferin' Succotash! Welcome to the looni- 
est Basketball game ever to hit the Arena! 
How many total points can you score in one 
player mode vs, the computer? Do you pick 
players that can play inside the key or shoot 
outside from three point land? Don't let that 
heavy anvil drop on your head... throwa 
cream pie instead! Top ten point scorers 
dribble away with Power Stamps! 









Just go Daffy or spaz with Taz at the tap of the key 
Remember to set the game difficulty on the lowest level! 


ENTER THE ARENA! 
Ba sure to include your name address snd Member Number on the back of your photo Stamps for use towards the purchase of Super Power Supplies Nintendo Power Staff 
when you send in your entry for one of our Challenges Ай entries to tha Challenges print- determine the selection of printed scores Address your entres to 
ed ın this issue must be received no leter then October 20, 1395 to qualify for the Power POWER PLAYERS’ ARENA P O BOX 97033 REDMOND, WA 98073-9733 
Stamp przes The pleyers who best complete в Challenge recatve four Supar Power 
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Michael Vickers — Albuquerque, NM 
Steven Yount .. New Brighton, PA 


5 1 
A-a-a-a-8-g-h! S-s-s-samething w-was 
b-b-b-bumping th-this ph-ph-photographert 


Before you can enter one of 
the challenges, you must first 
capture your score on film. 
As many of you know, this 
can be tricky. If you are takin 
a photo of a Super NES, first 
move your system near your 
television so you can get a 
Eee of both the system and 
igh score at the same time. 
Dim the lights ın the room a 
little bit, then take a few pho- 
tos without a flash. When you 


MARIO’S PICROSS 


Can you beat 5:06 m Time Trial mode? 


MikeBogenschutz BaileysHarbor,WI 101 













ScottRippey Murrieta, CA 103 
Chris Hoffman Hamilton, OH 141 
Ryan Byers Tolono, IL 304 
Karl Wimmer Cloquet, MN 340 
Justin Hoyt'sMom Covina, СА 349 
STAR TREK: STAR FLEET ACADEMY E s poe p 
" le Mel т ntioch, C/ 
Honor Roll with а Perfect Score A a UE is 
Cheryl Hughes Vancouver,BC 500 
Josh Seal) «Arnold, MO 
Horry Brommer- Braokefield, WI 
Jesse Chon Rockaway, NJ. POWER 
Dustin Duncan Gadsden, AL CHALLENGE 
Jeremy Horn. Manassas, ҮА di 
Todd Mayfield Trey, CA 
Michael O'Conner Warminster, PA 
Demon Smith, Elizabeth, WV 


CRYSTAL 
CLEAR! 


Mike Pedersen of Fremont, Nebraska took this 
picture for Don Megnuson Nice Shat (and a pret- 
ty cool mag, tao) 





are talang a photo of a Game 
Boy, place ıt on a flat surface 
and take the photo END nat- 
ural hght (nd FLASH!). ff you 
are using a game enhance- 
ment device to get your entry 
score, get a hfe, quit cheating, 
and try agam without one. 





MADDEN NFL '95 
Best World Records 


MOST YARDS PASSING 


CHRIS НОРЕМАМ............7,037 YARDS 
HAMILTON, OH 


MOST YARDS RUSHING 

CHRIS HOFFMAN.............6.334 YARDS 
HAMILTON, OH 

LONGEST PASS CAUGHT 


SEAN/CHRIS ARENDELL.....1OO YARDS 
GREELEY, CO 











DAVE BURMASTER ...........IOO Y ARDS 
SCHENECTADY, NY 

CHRIS HOFFMAN. ОО YARDS 
HAMILTON.OH 

DAVID HOFFMAN, IOO YARDS 
GIBSONIA, PA 

ADAM JOHANNS ОО YARDS 
OSAGE, IA 

STEVEN SHIELDS., 





JOO YARDS 

SAN MATEO, CA 3 
BRANDON STER NER ...........JOO YARDS 
BRUNSWICK, OH 4 


LONGEST RUN MADE 


CHRIS НОЕРМАМ...............ІОО YARDS 
HAMILTON, OH 

BRANDON STERNER .........1ОО YARDS 
BRUNSWICK, OH › 


MOST TOTAL Y ARDS 


ADAM JOHANNS............7,51O Y ARDS 
OSAGE, IA 


MOST POINTS SCORED 


SEAN/CHRIS ARENDELL......245 POINTS 
GREELEY, CO К 

CHRIS НОЕЕМАМ...............245 POINTS 
HAMILTON, OH i 

DAVID НОЕЕМАМ...............245 POINTS 
GIBSONIA, РА 

ADAM ЈОНАММ..............245 POINTS 
OSAGE IA 

BRANDON $ТЕКМЕК.............745 POINTS 
BRUNSWICK, OH ‚ 


LONGEST FIELD GOAL 


DAVID НОЕЕМАМ.................. 59 YARDS 
GIBSONIA, РА 
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Simon Belmont returns to the Super NES 
and his legendary role as a tenacious 
vampire hunter in an all new adventure. 


The first Castlevama 
game for the NES 
became a hit over- 
night, and Konami 
has stuck with its 
tried-and-true for- 
mula ever since. The 
formula includes a 
vampire hunter with 
a whip who also uses 
assorted secondary 
weapons while facing lots of haunting enemies. The 
three NES games, two Game Boy adventures and one 
previous Super NES title all feature excellent graphics 
and music and always provide players with a great chal- 
lenge. Castlevania: 
Dracula Xisthenext щй 
installment. Don't 
expect great surpris- 
ез in Dracula X. 
Konami kept the clas- 
sic look апа feel of 
the earlier games 
while making small 
innovations here and 
there. Some of the 








eower 
e. 


graphic effects, especially in thc backgrounds, add a 
glitzy veneer to the basicaction, The artists also managed 
to adda sense of depth through skillful shading and use 
of perspective. As for the enemies, many of the skele- 
tons, medusans, fishmen and others reprise roles from 
previous games. The action leads you through seven 
stages of danger with lots of vertical as well as horizontal 
areas and a great variety of enemies. Nintendo Power 
leads you into the shadows m this month's review. 


(+) Classic Castlevania game design. Good graphics Good challenge 
o Music variesin quality Small hero character. 








FX 
Bloodthirsty aliens have invaded the moons 
of Mars. Trying to stop them may lead to 
your doom, 

One of the most successful PC games of all ume makes 
its Super NES debut in a huge 16-megabit Game Pak 
with extra processing power courtesy of the FX" chip. 
Williams Entertamment, Id Software and the program- 
mers at Sculptured Software who carcfully recreated 
both the look and playing speed of the PCgame deserve 
alot of credit. The first-person perspective uses poly- 
gons and texture maps to create 22 stages of high-ener- 
gy, shooting action. All the bosses from the original 
Doom have been included, although six stages were cut 
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due to a shortage 
of memory. sil, 
this is the best 
Doom for a video 
game system cur- 
rently available. 
The game places 
you on Phobos— 
one of the moons 
of Mars—where a 
distress call from 
a scientific outpost suggests that aliens have invaded. 
When you and your comrades arrive, you stay behind 
until you suspect that things have not gone as planned, 
To your horror, you discover that you are now all alone 
at the desolate base and your only protection is a 
revolver. Thus begins a game of hunt-or-be-hunted as 
you move through the alienanfested corridors, search- 
ing for wcapons and driven by revenge. Throughout 
the game you'll pick up armor, ammo and keys to 
unlock new arcas. You'll also find hidden doors, stum- 
ble into traps and face a horde of very tough and very 
ugly aliens. Because of all the spilled blood, Doom 
received a Mature rating by the IDSA, suggesting that it 
1ssuitable for players 17 years of age or older. Doom has 
itsshare of blood and guts, but the Mature rating seems 
harsh when compared to the Teen ratings earned by 
other hack ‘n’ slashers out this year. Don't miss this mon- 
th's Power review and all the blazing action ш Doom. 


ә 
ә 





Excellent game design Good, but bloody, graphics Fast scrolling 
Great soundeffectsand music Challenging and fun {If you ve nev- 
er played Doom, you're missing out on an experience that will 
shape the future of video games } 


Several of the stages from the original Doom are missing The 
graphics aren't quite as good as they are on одоод computer moni- 
tor (If you've ату thrashed Doom on your PC, this game won t 
provida any new thrills ) 
















= DRAGON; - 
THE SRUCEHE STORY 
2 Company.. Accaim 
v 4 Release D "September 1995 
Memory Size .....16 Megabits 
T3players 


The spirit of Bruce Lee returns with fists of steel 
in this unique fighting game from Acclaim. 


Virgin Interactive originally planned to relcasc 
Dragon, but Acclaim picked up this fighting tourna- 
ment game recently and will market it this fall. Dragon: 
The Bruce Lee Story uses three of the black belt hero's 
movies as the back- 
drop of the game. 
Don't expect much 
more than a nod to 
the movies, though. 
The adventure 
aspect never comes 
into play in Dragon. 
The one-player 
game holds few sur- 
prises. You must 








duel with a series of opponents using hits, kicks, and 
special martial arts moves. The biggest innovation 1n 
this part of the game is that you can usc better moves if 
you build up enough experience pomts. That option 
alone makes it an interesting play, but Dragon gocs 
beyond that by including a traditional two-player 
mode and—hold on to your nunchakus—a three-player 
option. You can 
also play two 
against the comput- 
er. Inall of these 
modes of play, thc 
experience meter is 
a major part of the 
game. He who 
proves his worthi- 
ness early will pros- 
рег..апа kick some 
Buddha. 


ә 





Some unique options and tactics for a tournament fighter Fun for 
up to three players Fairly challenging, even ın the one-pleyer mode 


The graphics are nothing special, elthough some of the moves 
look cool 


Two more classic arcade games arrive for 
Game Boy with Super Game Boy enhanced 
features. It’s a trip in time. 


Galaga/Galaxian combines two of the best looking 
(and sounding) of the Arcade Classics series of Super 
Game Boy enhanced games. The colorful borders for 
the Super Game Boy will take players back to the early 
eighties when these games werea hit for Namco m the 
arcades, Now, Namco has worked with Nintendo to 
reproduce the games for Game Boy and the results are 
impressive. 

The plot behind Galaga is your basic alicn menace 
scenario. Your ship moves along the boitom of the 
screen, blasting upwards while squadrons of ahens zip 
across the screcn : 
and swoop down 
їп intricate pat- 
terns. Your ability 
to move into the 
spot where all the 
enemies in a 
squadron can be 
shot down is the 
key. Every so 
often, pairs of 
aliens and indi- 
viduals dive down at you and fire two missiles at a time. 

Galaxian begins with the same basic idea of one 
horizontally scrolling ship facmg an alien menace, but 
instead of swooping squadrons of aliens, you face a 








VOLUME 76 103 








large formation at the top of the screen. From time to 
time, aliens break away from the formation and dive 
bomb you while firing missiles, Both games include 
two-player alternating options. Fans of the arcade 
games or younger players who never got the chance to 
master Galaga/Galaxian shouldn't miss this month's 
Power review that steps back in time. 


ә 
ә 


— Excellent use of Super Game Boy anhance- 
ments Two-player mades. 


Simple, rapatitive play, although fun 










3 È Company ...........T&E Soft 
e Release Date .....September 1995 
Memory Size.....8 Megabits 
Hit the links with Virtual Boy in the most 
realistic golf game that never leaves a divot. 


Virtual Boy Golf, developed by T&E Soft of Japan, 
showcases the incredible $-D of the new, portable sys- 
tem, T&E Soft is no stranger when it comes to quality 
golf games. Their offerings for the Super NES includ- 
ed True Golf ы 
Classics: Waialae 
Country Club and 
True Golf Classics: 
Pebble Beach along 
with Wicked 18—a 
fantasy course for 
true golf fanatics. 
Virtual Boy Golf 
usessome of the 
same excellent fea- 
tures, including the curved swing meter and gridded 
putting surfaces, The best part of the game, however, 
is the sense of control. An easy-to-use spinning menu 
lets you choose clubs, adjust your stance, view the 
course or your score and generally do all the things 
you could do ona real golf course..and youget to doit 
all at your own pace and ın the order that you like. 
When you're finally ready to take a swing, go for it. As 
for the course graphics, the trees and other hazards 
are set along the Virtual Boy's 32 planes of depth and 
the ball smoothly shnnks into the distance. For the 
first time in a video golf game, you have the sense that 
you can truly judge dis- 
tances. The 18-hole 
course in the game con- 
tains every sort of golf- 
ing terrain to test your 
mettle and patience. 
Head out to the links 
with Nintendo Power's 
power hackers this 
month. 








o Good sense of 3-0. Excellent controls 


е Ünly one course. 
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KIELER ANS TING 





3 Y 3 Company... 


Release Date. 
Г, 4 Memory Size... 32 Megabits 
The smash hit from the arcades comes home 
in an awesome, ripping, killer Pak for the 
Super NES. Who says miracles don't happen? 





Killer Instinct can't 
be measured in 
megabits. It can only 
be measured in 
combo hits. The 
game wizards at 
Rare have stunned 
the world again by 
cramming practi- 
cally the entire 
arcade game into 
this 16-bit version. But KI isn't about compression 
schemes. KI is the ultimate challenge for fighting game 
fans. All the characters have been included along with 
virtually every move. (Yes, even Cinder made it into the 
final game.) The phenomenal graphics of the arcade 
are reproduced with only small losses in background 
animation and frame rates. The play control will takea 
bit to master 1f you're fixated on the arcade controls, 
but the action is quick and smooth. If you haven't spent 
a billion quarters 
on KI in the 
arcades, you're 
going to be in fora 
big surprise when 
you play, because 
this tournament 
fighter emphasizes 















your choice of moves 
over pure speed. By 
putting different 
combinations of 
moves together, you 
can amass multiple 
"combo" hits that 
leave your opponent 
staggering. The onc-player mode is terrific for practic- 
ing your combo breakers because the AI will throw 
every move in the book at you while most players have 
favorite moves that they use frequently. But the two- 
player mode ıs where KI cleans up. The combo of awe- 
some graphics, moves, challenge, sound and energy is 
hard to resist. This month's special KI review features 
the hottest combos from some of the best KI players at 
Nintendo. 

Tha best tournament fighting game ever for the Super NES 


Excallent graphics, challenge, tun, sound The Super NES game of 
the year 


ә 


Not an‘ exact” arcade replica 


THE MASK 





2 Company... 
a Release Date..... September 1995 
Memory Size.....16 Megabits 
The man with the magical mask is smokin’ in 
this action-packed platform game from THQ. 


When Stanley 
Ipkiss puts on The 
Mask, he is trans- 
formed into a 
green-faced, strut- 
tin’ maniac witha 
taste for dancing 
and danger. At 
least, that's the 
Stanley we all know 
and love from the movie and Darkhorse Comic books. 
In this platform game version from T*HQ, you must 
stop the bad guys of Edge City by using your incredible 
comic superhero powers—like the super whirlwind, a 
tiptoe walk for sneaking past snoozing enemies, anda 
unique ability to blow through gratings and pipes to 
reach new areas. The Mask's weapons consist of the 
same wacky hammers, boxing gloves and fistfuls of 
guns as in the movie. Even the movie music tunes have 
been recreated Some of best ammmation occurs during 
7 " EXES wait periods 
when the Mask 
suddenly trans- 
forms into one 
of his cinemat- 
ic roles, such as 
the tango king 
or the love-sick 
man whose 
heart pounds 
М; out of his chest. 
- Each stage 
takes you through a maze of enemics and obstacles, 
some of which are taken from the movie, like the 
annoying alarm clock in Stanley's apartment building. 
Fighting action tends to be very simple with very little 
Al. The fun comes from trying to find your way 
through the maze, collecting bundles of bucks and oth- 
er power ups and defeating the occasional mini-boss. 
This month's Power review will help you navigate the 
insand outs of The Mask. 


o Smokin animation that brings the character of The Mask tolife 
Some great comic moves taken fram the movie Good sound 





o Simpla Al for enemies Some maze areas are confusing 














: NBAJAM - __ 
TOURNAMENT-EDITION ` 
2 Company... 
& us — 





Now you can slam and jam with NBA Jam 
Tournament Edition anywhere you go. 


NBA Jam Tournament Edition for Game Boy recreates 
the same hit action of the arcade and Super NES ver- 
sions with one difference—there is no two-player 
„ороп. Virtually 
everything else, how- 
ever, is in the game. 
The Game Boy version 
contains most of the 
options found in the 
Super NES Jam T.E., 
including Hot Spots, 
Power-Up Icons, Tag 
Mode and Juice Mode. 
The game plays like 
other NBA Jam versions. You take a team of two play- 
ers from any NBA team and challenge the best in the 
league. Turbo shots and "On Fire" streaks can turn your 
regular all-star into a monster jammer. Each player is 
rated in eight categorics on a scale of 0-9, but the most 
important skillis that which you bring tothe game. First 
you have to take your team through a tournament that 
consists of the other 27 NBA teams. Then, after all that, 
you meet the ultimate challenge when facing superstar 
and special character teams. Each team has at least 
three NBA players, but some have more, as you'll find 
out if you cruise through the season. There are also a 
number of hidden, secret characters, but you'll need 
special codes to get them. 





o Very good play control and graphics. Passwords Secret codes 


o NoSuper Game Boy enhanced features No two-player option 


‘PRIMAL RAGE 





273 Company...........Time Warner Interactive 

bá El Release Date.....September 1995 
Memory Size.....2 Megabits 

When ancient gods fight for the right to 

rule Earth, people may end up as snacks. 





Primal Rage for Game Boy recreates the look and feel 
of the arcade game. Probe has programmed a simph- 
fied game plan for these paleo-gods whose rage drives 
them into mmortal combat around the globe. The sto- 
ry may be weird, but 
the action falls firm- 
ly in the tournament 
fighting category of 
action games. Six 
monster-gods battle 
using kicks, bites, tail 
whips and special 
power moves to 
prove that they are 
omnipotent. In this 
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small screen 
version, there 1s 
no sign of the 
human sup- 
porters of the 
two fighting 
gods. (They're 
probably off 
playing the 
Super NES 
game.) The fin- 
ishing moves— 
always a bi 
draw in Ё ghting games—often include such tasteful 
acts as eating one's defeated opponent or flaying the 
skin off of its body. 

As charming as all this sounds, Primal Rage for Game 
Boy doesn't quite measure up to its big brother for the 
Super NES. The one-player game doesn't have the 
intensity of the two-player matchup for the Super NES 
because the ALis uneven on the characters. Some char- 
acters are challenging while others are lunch meat. If 
you master a few of the special moves quickly, you 
should be able to roll through the early rounds of 
Primal Rage. On the other hand, the speed of the char- 
acters is pretty good for a Game Boy fighter. You don't 
feel as if the characters are walking against a hurricane. 





9 Goodgraphics Easy to learn and win. 


o No enhanced Super Game Boy features Not very challenging 


‘RED ALARM 


2 Company.. 


m Release Date 





Memory Size 

Virtual Boy rockets into futuristic conflict 
when chaos reigns and the Red Alarm is 
humanity's last hope. 


When a machine 
designed to end all | 


war on earth gains 
sentience, it spells 
disaster for the 
world. After the 70- 
year war of the 21st 
Century, only one 
viable weapon sys- 
tem remainsintact— 
a single Tcch-Wing 
fighter. You are the pilot iiis must fly into the кууз 
ing reality of the K.O.S. machine and destroy its core. 
The first shooter for Virtual Boy turns out to be 
much more than the simple shooters you may have 
played on two-dimensional video game systems. Red 
Alarm takes you into a 3-D universe where you have 
total control of your Tech-Wing fighter—to go where 
you want to go, to do what you want to do, and to blast 
what you want to blast. Of course, there are a few limi- 





tations. Would-be Tech-Wing pilots can fly in 360° 
within the confines of the current stage, but not 
beyond predefined limits. In each of the six stages, 
you'll encounter alien enemies, both biological and 
mechanical, and one major guardian at the end. The 
wire-frame, vector graphics convey a sense of depth in 
the Virtual Boy 
environment, but 
the graphics also 
present a few dif- 
| ficulties since 
there are no visi- 
ble solid surfaces 
| toindicate when 
your fighter has 
| reached a barrier. 
Once you've fig- 
ured out how to 
navigate, the 
action really starts to howl. Some of the special features 
in Red Alarm include custom camera angles and 
replays fhght. You can choose one of four different 
camera angles during the live game or the stage replay. 
Star Fox was just baby steps in comparison to Red 
Alarm. Now 105 time to sprint. This month's Power 
review takes you into orbit and back again. 





ө Excellent sense of 3-0 Fast Challenging 


o Lack af solid surfaces for spatial references 











ROMANCE OF THE THREE 
KINGDOMS.IV. WAEL OF FIRE 


М Ф 


1-8 PLAYERS 
Koei’s newest historical RPG takes you 
back to China in the third century A.D., 
when two mighty warlords try to unite a 
shattered empire. 

Once more the Middle Kingdom of China hurtles 
toward chaos when the emperor dies. Now, two 
strong military leaders vie for supremacy while 
dozens of minor lords rampage throughout the land. 
Koers latest historical RPG from producer/designer 
Kou Shibusawa features impressive animated cine- 
ma scenes, a full musical score and special graphics 
effects that will stun long-time Koei fans. The 
essence of the strategy game remains true to the 
Romance series, in which players strive to unify the 
ancient and war-torn provinces of China. With six 
scenarios to choose from and numerous possible 
outcomes, this game has almost endless replay value. 
After choosing your scenario and ruler, you'll be 
thrown into the thicket of political intrigue that 
requires not only that you keep your own house in 
order, but that you muck up your neighbor's house. 
The amount of information available can be stag- 
gering, but Koci's latest interface 1s by far the best 
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ever for one of its historical RPGs—it's both casy to 
learnand use. 

As the leader of a region, you'll begin the game 
with a number of towns, retainers, equipment, pro- 
visions and gold. During your turn, you can build 
infrastructure like farms or dams, train troops, spy 
on enemies, start gossip in the towns of opponents, 
negotiate alliances, 
go to war, buy and 
sell commodities, 
recruit officers, del- 
egate responsibility 
and make dozens of 
other command 

decisions. Each turn 
| lasts one month and 
Ё resolution follows 
the move. The AI is 
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Editors ВИ youlike the same types of games as one of our 
Power editors, then check for his or her seal of approval above. 
Q Scott * Jon 

Sports, Simulations, Adventures 
* Leslie 

RPGs, Puzzles, Adventures 
* Jeff 
Action, Sports, Fighting 
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unpredictable 
enough to keep you 
on your toes, as well, » 
if you've always 
wondered about 
this type of game, 
but haven't tried 
one yet, Romance 
IV is a good place to 
start. This month's 
Epic Center review 
covers the most important strategies for a future 
emperor. 


= Jun. 223 Turn 





Excellent graphics and sound for this type of game The best menu 
selection system from Koe! to date Complex strategies Replay 
value. Lasting interest. 


The historical period may seem obscure to many Americans. 





SUPER 
ЕХ 





SUPER NES 
MOUSE 


GAME 
LINK 


SUPER 
GAMEBOY 


SUPER 
SCOPE 


IDSA Ratings: 


These Independant Digital Software Assoc. ratings 
teflect appropriate ages for players. The cate- 
gories include EC=Early Childhood, K-A-Kids to 
Adults, T=Teen {13+}, M-Mature (17+), A- Adult 
(18+), NR-No Rating To contact the IDSA regarding 
therating system, call 1-800-771-3772. 
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ЕА sia comegithrough again, and just in time for the new hockey 
зеазоп ЖН! 96 Improves the classy series in just 
about every-aréa.-As in last year's 7 

version, NHL ^95, this game combines 
the NHL and NHLPA licenses so that 
you get real players and teams. 











overall difference in play is 
ible. Your sports editors com- 
»paréd last year's NHL ‘95 and this year’s 
NHL '96 directly and uncovered the fol- 
lowing improvements. First off, the view 
of the iceġs more removed so that you 
can seejfar making passing and 
shótififig mor ural. The animation 
looks $moothei ind the play control feels 
very-reajistic-witH skaters starting slowly, 
picking up momentum, etc. The digitized 
sound effects rival the real thing. Breakaway nets, fighting, hat tricks, 
penalties, crowd responses keyed to fouls and goals all 
give NHL ‘96 the sense of reality that few 
sports games achieve- Like last year’s. 
NBA Live ‘95, NHL ‘96 is a cut above the 4 
rest. Whether you're a hockey nut or тїбї, 
this is a great two-player or one-player 
sports title. Look for it in October. 
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Nintendo's latest Game Boy arcade ciaz 
sic has just shown up at the Pak Watch desk in a close to 

‘tinal form. Defender/Joust combines two classic games from Williams in a 
Super Game Boy Pak. This may well be the best of the arcade classics. Defender plays fast 
and provides a challenge as you blast invading aliens over the surface of the planet. Joust 
includes a special updated graphics option that looks more sophisticat- 
ed but preserves the frantic game play of the original, ostrich-ridina 
Joust. Software Creations in the United Kingdom is putting the final: 
„touches on this classy classic, which should bt 

* oe in October, 
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Still not finished, but getting closer, Tecmo 
Super Bowl Ili; Final Edition arrived at Pak Watch 
for a sneak peek. Even with features missing, it 
looks like a winner. The final game will include 
all the features that have made the previous ` 
Tecmo Super Bowl games so poi 
play using Manual, Coaching or A : 
option for many players is that tl et up league play with other foot- 
ball fans.) The ease of contro! cores big in this version. New features 
include a create-your-own-superstar option—kind of a Dr. Frankenstein meets the NFL. One of the 
T7 coolest things about custom players, however, is that they 
can grow up and improve after the season for use in future 






















«Control. (Thebest part about his 


seasons. The battery-backed memory saves the player 
stats and improvements. Players can also pick their own 
play books and or ег А. own lineups for their teams. tf 


t dough о build a winner, 


he Free Agency 


3 o includ em the NFL and NFL Players 
M license plu the league's two new teams. Tecmo Super 











Bowl Ill looks better and sounds better than previous edi- 
tions, as well. October is the month, but you can preorder 
your copy at some retailers. 











You may have forgotten 

about the movie by now, 

but Demolition Man for the. 

Super NES will be memorable. 

Although the game began development at Virgin 


Interactive, Acclaim purchased the distribution rights 
recently and will add D-Man to their growing Super NES release 
schedule for this fall. October should be the month you'll find it in the stores. SY 
for the game, it's a mix of awesome, side-scrolling action and less exciting, overhead 
action. The Stallone character, unthawed after thirty years in order to track down a super 
criminal, seems to be pretty warm in the first stage, where he bungee jumps 
out of a chopper and then off several buildings while his Uzi blazes. 
This is not a game for the weak of heart. Everybody 
gets shot and everything gets blown 
up. But if you like action, action is 
the name of this game. 
Unfortunately, the overhead per- 
spective levels fall D ee 















what you can get, and Demolition Man has enough to 
make it interestin... 
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MAKING NEWS 


T*HQ sent us its latest, Urbon Strike, 
which looks better every time м, In this 
new version, you aren't limited to a single 
chopper in a given theater"of operations. For 
heavy blasting, you can use the Blackhawke, a 
second chopper to which you can transfer your 
crew. The 
graphics are 
better with 
every version, 
as well. 
Mindscape 
reports that 
Monster Dunk, 
its first 
Nintendo 
Ultra 64 title, is well under development. The 
game design includes funlgpetiaracters and 
courts, as well. Some of tpe gourts will have 
hands and other ghoulish traps like hands that 
suddenly reach out of the floor. Super 
Bomberman 3 remains on the edge despite its 
popularity. Hudson Soft is not convinced that a 
third Super Bomberman game will sell well in 
the U.S. It’s too bad, because any Bomberman 
game is a good game and SB3 has some fun 
innovations. The Bomberman series remains the 








best time four people can have with ongSuper 
NES. Here's a last minute list of new PalfVatch 
arrivals: Jimmy Houston's Boss Tourno hdi. ША, 


Mortal Kombat 3 and Mechworrior 3050. Маке 
a closer look next month. , 


PGA TOUR 
INVITATIONAL 


T*HQ packed five actual links from the PGA 
Tour into this Super Game Boy enhanced golf-o- 
rama based on the game from EA Sports. 
Summerlin, Sawgrass, Avenel, Woodlands and 
Scottsdale offer varied terrain and challenge for 
strategic golfers, Planning and setting up your 
shots requires knowledge of the game and the 
course, but PGA Tour invitational gives you most 
of the tools 
that you 
need. A sim- 
ple power 
and accura- 
cy meter 
controls 
your swing, 
just like the 
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EA Sports series of PGA games. Although con- 
trolling your shot tends to be easy, the courses 
themselves offer some realistic golf challenges. 
Tom Kite, F à host of PGA regu- 
iments and skins 
ke will be hooked ' 



















Arts. In this tourn 
O'Neil, NBA su 


same characters as | 
the Super NE 
game from last 
year, Shaq Fu is a 
showcase fom 
Shaq, but hil 
fighting skills 
more limited than 

thosmof hif opponents. Still, this Pak Watcher 


Nu rogigh the entire game with the Shaq 


Man in abbut 15 minutes. Challenge? Not much. 
In the gme-player game, you don't even have 
the option to play with anyone but Shaq. Shaq 
Fu plays better as a two-player match in the 
Super Game Boy enhanced mode, which takes 
full advantage of screen colors and borders. 
The fictional fighters include a sword-wielding 
mystic named Rajah, a jungle woman named 
Voodoo, a beast called The Beast, and three 
other characters plus Shaq. T*HQ should have 
this one on the shelves by October. 


WAYNE GRETZKY 
HOCKEY 


The “King” of the Kings makes his Super NES 
2 in an upcoming multiple-player hockey 

g Warner Interactive called 

- Although 


г; 






large characters so you end up seeing less of the 
ice than in a game like EA Sports’ NHL '96, but 
you seldom lose 
sight of the puck, 
either. Gretzky 
Hockey surprised 
us in several areas. 
The options in- 
clude some cool 





ways to pump up your team while the modes of 
play include the ability for players to join in a 
match even after it has begun. Of course, you'll 
need a multi-player adapter and some extra con- 
trollers to plug in. Wayne Gretzky and the NHLPA 

^ All-Stars should skate into stores later this fall, 
probably in November. 


BATMAN FOREVER 


The Boy Wonder and the Man Who Loves Bat 
Dancing join forces once again in Acclalm's 
» | upcoming Botman Forever for Game Boy. Based on 
the movie, the Dynamic Duo pursue The Riddler 
P and Two-Face—one at a time—through four verti- 
cal and side-scrolling fighting stages where thugs 






















= = n 4 АААНН!!! Real Monsters Fall ‘95 
А offer little resistance and the biggest challenge is Batman Forever Fall ‘95 
(& getting your bat toys Big Sky Trooper fal Ee 
joogerman al 
о WO ODE Breath of Fire 2 Fall ‘95 
> “Probe really let the ball Civilization Fall ‘95 
^ slip on this one. If Cutthroat Island Fail 35 
. Demolition Man Fall ‘95 
сше Баптап Donkey Kong Country 2: 
stick to the Super NES Diddy’s Kong Quest Fall 95 
version of the game. Earthworm Jim 2 Fall ‘95 
Frank Thomas: “Big Hurt” Baseball Fall ‘95 
[e 1 5 Fall ‘95 
argoyles al 
WHERE ARE THEY Т s 
Mechwarrior 3050 Fall “95 
N OW? Mega Man 7 Fall ‘95 
Mega Man X3 Fall ‘95 
Mortal Kombat 3 Fall ‘95 
У has,a f€W new games up its sleeve, although Мое aa Fall 95 
^s anyone’s guess when and if the titles will ever NHL ‘96 Fall ‘95 
eis Their best game ever, Prehistorik Man, коле, ып ie 
has yet to со! Sus although it continues to be Е Fall 95 
ont us schédule. The two new titles that [Mutat ea pg o orm Fall ‘95 
may f othe same bottomless well are Urban Strike i n E 
Incant and Power Pigs of the Apocalypse. Both ame — and the MELE AIFSIarS zh ae 
\ action games [оок interesting, but along with Yoshi's Island: Super Mario World 2 Fall ‘95 
Whiz, Realm Oscar, they may remain mysteries Zoop Fall ‘95 
forever. Rumors of the demise of Stor Fox 2 have 
been greatly exaggerated. Development of 
Nintendo's sequel to the hit 3-D space action 
game 15 finishing as we go to press. The big ques- 
tion mark is th e date, most likely in the 
first half of ‘96 recent versions of Star Jack Bros. Fall 95 
av Derlam А moe Virtual League Baseball Fall ‘95 
Ох ? Wario Cruise Fall ‘95 
strategic fee|/with гада іпаомѕ and mother Waterworld Fall ‘95 
ships wher You dock after a battle. Another 
delayed game 15 Dirt — — in. 
This FX? dirt bike racer was scheduled į um- 
mer rélease but never made it te the g line. 
Electro Brain still hopes to рибі Prt Trax, Aladdin | Fall ‘95 
though, so keep yorr byes peeled. _ th а Defender/Joust Fall ‘95 
e. if it hits the track. And for all of уф who Earthworm Jim 2 Fall ‘95 
е been wondering what's up with Boogerman, ш $ а en 
the good news is that the final version has arrived Return of the Jedi Fall ‘95 
| at Nintendo and the game is definitely scheduled Shag Fu Fall ‘95 
or release this fall. Zoop Fall ‘95 
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“We gaye you a taste of Mario's new 
adventure.last moiith; пех month we'll 
Havé an in-depth, 16-page review to т 
celebrate-the plucky plumber's tenth F 
anniversary. And what a tasty treat ллы 
this new title is! Feast on its juicy с : A 
graphics and savor its many secrets in — 
our next issue. 


= 


Square Soft is putting the finishing 
touches onits'eagerly awaited; A 
8| made-in-the- 0. S.A. RPG, How "- | Meg. y 
stack up ‘against ‘Square's other role- 
— playing: Енли, You he the judge. v e 7 





Immer s'oinématic sensations 
je .caped orfê inwitleo action 
nst the Riddler next month. 
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Stores ood other retail locotioes. + You'll look stylin* le your 
250 FIRST Virtual Boy lid! 
X 5 FW PRIZES retall vale $12,00) 
* Wieo IN 5 Nleteedo ТТТ] 
Virteol Boy s = 1 
* Ове Virtual Boy gene pekieduded. — — Berl tt еы 
tret valan $179.95) GC ی‎ C NEE E T 
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To SUBSCRIBE TO AMERICA ONLINE, 


CALL 1 800 827 6354 x12386 





Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, їп whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at hitp//www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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